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US GOLD 

v . Throw Down J 
< THE GAUNTLET 

,> The Official Conversion Arrives . 
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-THE MATCH DAY 
V CHALLENGE 

CRASH Readers Vs the programmers. 
Full report on the day's play . . . 

CRASH INTO 
k THE NEW YEAR! 
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A Host of Games Reviewed, Examined, Inspected, 
Studied, Scrutinised, Surveyed, Commented on. 
And Rated WIN! A GHETTOBLASTER, 

A TRIP TO LONDON OR A HOLIDAY IN ROME! 
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JACK'S 
BACK! 



Officially licenced from Tecmo, Ltd of Japan 




Screen shot* taken from vanou« computer formats 




Spectrum 
Amstrad 
Amstrad 
Commodore 

Commodore 

C16 



Mail Order, fust send a cheque or 
oider payable to Elite, or quote your 
Card number 





ElHe Systems Ud., 

Anchor House, Anchor Road, Atdrtdg&l 
Walsall. West Midlands, WS9 8PW 
Telephone: (0922) S9165. 
Telex: 336130 EUTE.Q. 




Ftesh from pinging 
around the screen in 
his first caper, Jack's 
back in a brand new 
arcade game. 

This time it's a greats 
new combat game 
-in fact you could ) 
call it a 
Jack Attack! 

The very best EMe Tin** an 
available at selected branches 
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FfATUftES 

M THE CRASH DUNGEONS 

Unmasked! The faceless reviewers come out of 

the closet 

74 THE MAN BEHIND JET MAN 

The artist who gets Jet man Into CRASH every 

month bares all - and he's not the only one . . , 

81 MATCH DAY CHALLENGE 

Ludlow's Startine Club, scene of the Girlie Tips- 
ter's wrestling lessons, plays host to wrestling of 
a different kind as programmers and readers wres- 
tle with joystick and keyboard for supremacy 

106 TAMARA KNIGHT 

Part Three of the story of a teleporter sales-being 
of the future 



60 WIN A SPORTING HOLIDAY 

A trip abroad goe s to the winner ol us gold's com* 
petition, Copies of WORLD GAMES on offer, too 

70 WIN A ROLLER! 

Hot a Rolls Royce unfortunately, but domark are 
giving away a Philips Roller ghettoblaster . . . and 
some strange bouncing balls 

85 BECOME JUDGE DREDDl 

Appear as a Mega- City Judge in a specialty com* 
missioned portrait courtesy of Melbourne house 
and w i n Judge Oredd sottw are. T Shirts and board 
BtDMi 

99 SOME SERIOUS FEUDING 

Win a scary trip to the London Dungeon leak | with 
kjlstt rthohic and ki II off a few wizards Into the bar- 
gain 



REGULARS 

7 EDITORIAL 

In which the DOC Martened One has his say 

f f NEWS 

Catch up on what's been happening in the Spec* 

(rum world 

13 FEAR AND LOATHING 

Hunter S gets his fill from ootuflK and is treated to 
a posh Chinese nosh by turess 

41 LLOYD MANORAM'S FORUM 

The New Year brings a host of epistles under 
Lloyd's scrutinising eye 

46 CRASH COURSE 

Rosetta continues her learning experience . . . 

51 DEREK BREWSTER'S ADVENTURE 
TRAIL 

An adventure with a Censor's Certificate comas 
Derek "s way, amongst other things 

61 HANNAH SMITH'S PLAYING TIPS 

Pore over piles of maps, and lake a peek at the 
POKEs this month' 

72 CRASH HOTLINE AND ADVENTURE 
CHARTS 

90 TECN NICHE 

Saga continues with the new COMPLIMENT sys- 
tem - Dominic Handy catches up on the story. 
Meanwhile Franca Fray looks at * video digitizer 
and musical man Jon Bates take* a peep at 
cheetahs MK5 keyboard 

90 TECH TIPS 

Simon Goodwin finds a haven of excellence in the 
war of the compilers while cheetah and oatel battle 
it out around him 

94 LUNAR JETMAN 

The loony astronaut gets tnlo another fix . . . 

95 LLOYD MANQRAM'S HALL OF SLIME 

Some mora candidates for the Ludlow Gibbet 

90 PHILIPPA'S FRONTLINE 

Hannah finds that her Girlie monopoly on CRASH 
Is threatened aa Philippe Irving takes over on the 
Strategy front 

101 PBM MAILBOX 

Brandon Kavsnagh opens the Diplomatic Direc- 
tory and previews a February show 

A look into the near future on the games front 



The second date for that nice new 1987 
Diary: 26th February. Thafa when the 
March CRASH goes on sale 
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Judging by the majority of 
the review! in this Issuo, ihf* 
first of 1987, this year is 
going to be dominated by film 
tie-Ins and licensed vermlon» 
of arcade games. Or maybe 
the industry is getting all the 
tie-ins out of the way nice 
and early u the reat of the 
year can he left free tor the 
original games, based on 
original ideas and involving 
original concepts — we'll see. 

We've had plenty of game* 
in for review for this Issue, 
but very few of them have 
been outstanding. The long- 
awaited licensed version of 
Gauntlet has lived Up to 
eipectationa, and the other 
Smash this month Is * film 
tie m But the bulk of the 
'official* version*, tto-lns and 
sequeli has proved to be dis- 
appointing. Maybe software 
houme* are becoming too 
dependent on the power of 
the name on the outside of 
the bos, and are starting to 
pay less attention to the 
game on the cassette Inside, 
Alternatively, the cost of buy- 
ing licence* maybe taking an 
unreasonable share of the 
budget available for produc- 
ing games, leaving 
Insufficient money in the 
kitty to spend on the game 
itself. 

A disturbing trend. 

More positively, It looks as 
if playing computer games 
could become a sociable 
activity this year. Triviml Pur- 
suit has no doubt seen whole 
families grouped around the. 
computer screen over the 
festive season, and the two- 
player game has come back , 
Into vogue. Indeed, to get the 
best out of Gauntlet and Top 
Gun, you really need to play I 
with a friend . . . 

Join ing fore e * w 1 1 h a f rie nd 7 
to play Gauntlet or going . 
hoed-to-hoad (as opposed to 
taking It In turns) In a game 
adds to the fun - after all, J 
computer-controlled oppo- 
nents don't communicate I 
with you, and playing gamn ' 
on your own can got « 
lonely ■ . . 
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A NEW RATINGS SYSTEM 



This month sees the first major 
change in the CRASH reviewing 
system to be mads tor a long 
while. The moat obvious change 
of aJI is probably the introduction 
□( signed' reviews - at the 
moment we have three regular 
game teeters and from now on 
Sen. Paul and Mtke will be adding 
their names to their comments. 

Lloyd has been receiving regular 
appeals in his postbsg for our 
reviewers to make themselves 
known, and we have decided to 
bow to the weight of opinion (influ- 
enced just a little bit by Ben. Paul 
and Mike who were getting a bit 
tired of remaining anonymous}. A 
glance at page 14 of this Issue 
should provide you with some 
background information 

Identifying the reviewers should 
help you make judgements about 
the validity of their cnticisms- you 
may decide that one reviewer 
shares your tastes mora closely 
than the others, and consequently 
give more weight to his opinions. 
Alternatively, you might detect 
that one member of our reviewing 
team doesn't like platform games, 
for instance, and bear this factor in 
mind when reading has opinions on 
the latest platform game. 

The COMMEhTTs section of the 



reviews has also undergone e 
slight modification 

In the early days, when Joystick 
interfaces were comparrtivety 
new. most Spectrum owners were 
very concerned how a game 
responded to the keyboard. Now- 
adays the keyboard response is 
less important as most games 
achieve a similarly high standard 
of keyboard control. We've opted 
to drop Keyboard play entirety. 

Developments have overtaken a 
couple of the percentage ratings 
as well 

Originally. Use Of Computer 
was used to evaluate how easy ii 
was to use the computer to play a 
game, taking inio account the pos- 
itions of the control keys (in the his- 
tonc days when definable key 
options weren't invented') and the 
range of joystick options (when 
there were Tots of different inter- 
faces ail competing to become the 
'standard'). 

Getting Started was created as 
a rating to quantity how clear the 
instructions on the use of the con- 
trols were, and took into account 
how well the objectives of the 
game were described. Packaging 
and loading also came into a 
games Getting Started rating. 

After much discussion, we've 
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ENSURE YOUR REGULAR 
COPY OF CRASH 



When a magazine is rising in circulation as rapidly as 
CRASH is doing it tends to sell out immediately and you 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place 8 regular order with 
your local newsagent, which you can do by handing him 
this form, 



Please piece me i regular monthly order for 
CRASH Magazine 



To tft* Newsagent 

CRASH Magazine it published in the middle or every 
month by Nawtfletd Ltd. 12 King Street. Ludlow. 
Shropshire SV8 1 AG tal 05045061. and distributed to the 
newstrade by COMAQ 108954 44055) Please check wiih 
the publishers if you have any difficulties in obtaining 
supply, 
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decided to drop Getting Started 
and Use of Computer and intro- 
duce a new rating: Presentation 
Presentation takes into account 
most of the elements of the two 
ratings it replaces and is intended 
to cover sound, as well as the 
range of options presented to the 
player, the packaging, instructions 
and lo some e*tent. the scenario - 
in fact, anything not involved in the 
actual game itself 

To recap on the remaining rat- 
ings: Graphics is self-explanat- 
ory: Payability gauges ihe 
amount of f tin to be had actually 
playing a game, while Addictive 
qualities indicates how long you 



want to play the game and how 
often you 'II warn to come back and 
have another go: Value for money 
should be obvious; and finally, in 
the Overall rating we take into 
account all the other ratings before 
coming up wtih the final analysis - 
which Isn't arrived at by taking an 
average of the other five percen- 
tage ratings. Addictive qualities, 
Play ability, and Value for money 
carry more weight than Presenta- 
tion and Graphics, which are. 
after ail the gloss on the game you 
pay to play. 

Let us know how far you agree 

witn these changes 



Us* of computer 



71% 

Graphics jj*% 

Payability &&* 

Getting started 83% 

Addictive qualities 69% 

Value for money 75% 

Overall * 



presentation 
Graphics 
payability 
Addictive qualities 
Value for money 
Overall 



93% 
82% 
81% 
79% 

eo% 

B2% 
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IN THIS ISSUE 
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Double Take Ocean H6 

DroculaCRL 54 

Elevator Action QuicksJtva 24 
fnnttialar of the Year 

rwiHwn v «f *w ■ wen 

Gremim Graphics 28 

Gauntlet US Gold 16 

Gunstar Firebird 126 

Hacker II Activis>on 126 
Handball Marsdorma 

GrandSlam 110 



120 



Firebird 



Highlander Ocean 

rttva Firebird 1 04 
Howzat Alternative Software 1 26 

Hypaball Odm 124 

Hyperbowl Maslertronic 126 

impowibafi Hewson 1 16 

Its a Knockout Ocean 26 

Konamis Golf Imagine 113 

Legend of Kage Imagine 109 
Legions of Death Lothionen 67 

Ninja Masiertronte 120 

Operation Thundortlash 

Sparklers 126 

Pro Golf Ailanlis 121 

Sheo Lin's Road The Edge 34 

Super Cycta US GoW 33 

Super Soccer fmagine 112 

Survivors Altanus 122 

Terra Creata Imagine 23 

Top Gun Ocean 20 

Xevtous US Gold 105 

Yle At Kung Fu II Imagine 35 



Argus Press 



ADVERTISER'S INDEX 

Activision 43. 56. 59 

40 

71. 

119 
CRASH Backn umbers 77 

CRASH Mail Order 84 

CRASH T Shin* and Binders 

123 
04 H 1ig 

Dureii 36. 39 

Dynamics Marketing 80 

E4.J 35 

EJactrte Dream* 4.5 

Elite 2. 19 

Euromax 47 

Firebird 127 



Gargoyle 


6 


Hewson 


S 


Imagine 


32.44.57.62 


Lerm 


69 


LM 


22 


Mancomp 


60 


Microsphere 


10 


Nemesis 


29 


Ocean 


68. ill. 132 


Qulcksl lv* 


93 


Roe* 


121 


Software Projects 


US Gold 


15.37.115.131 


Walkers 


119 


Video Vault 


12.25 






8 CRASH February 1987 



■ p.*.MI 

4 2110 



rouR 



enlllT 

Ik 
IrnA* 

ra b» 

Uchbjaa 
■>f mi 
■*Jr 



W*Mn| Fof 

CENTRAL -FAREHOUlE 
OUTLET 

Uodri OSP chat root tamdrna of 



■OVVftiai— ! 



NEW SAMPLES 

Vinnin OrtMtt 
Silriprirp I itmpltt 
•II milt* fien SS W 

T«»htn ft Ironrn 
Nr- (■mil, iltt ™lt Sit 



A PL 5*JM"PE f 



on 



rj» 



■ 1-m la- 
Odd* im| Fj*d* f imnii owkr i 

tm <Jfli»r rr 

No fimnrt rtnapot X* 4*i' **h 

Ttbiih SI4I 



■»lv-S 

H 

A 



(ES 
[itlHI 



UFENSUNDAl 



ftednma Ml lit -p 

Firioraiti , $lf-tltav 

TraoVtaft 

Scb-an*Co 




cone 



WW 

IUHt lorn EMS 



Mil 



Mrdl 

,1- 



deter*, 
4i 



ULfV 



St Unit $4.1) Dnroh J^Pl WtT«tSJ 

M 

XH Uv Mum turn 
■UiN *Lai«CcRU»itl) 



ft ab#*<f 

100 N Oil - Shtficin Rd ShcnJin 1441 

WOO SINCLAIR O* fet Hit. 
Qok«| cheap Bimrk* m included. 

Victor* 1SI0 

AUTO I f?ANS 

CASH IN I FN MINUTES ON YOUR 

AUTO Oft TRUCR 

» MOM TIM TO **Y 

|>f jl rflirrl -lib. a-ntri 
FritllT raifrallltbnn l»mi 

ww 111 OAVM 
W i«m la lb* iin»« ha mh M 

MIIVSIAU.VORIHiiT: HintimUl? 

VISIT Foall'i Puppy'lf-l - Alf 
Coodibontd All pop btttftf- WO* M 
pkk hoa* 
Low Mm tl«2NH«riraA* 

STENOGRAPHER* 

Cctnplrtr irrrttirltl rPvttt • Lriia b* 
icru«l -oik on i-rirbbciardl 
Free eaulpf. 

All* "Bmih up t*ui CsmpioaaH**' 
*Gaaaplm JCr*r Coatae* 

AMERICAN BUS COU-F-CI 

» E Mkbkttn 

Vpatd inroiM hivlnc t no-led fr o! rht 
ohertabouti n* Jkw 'Fo*. No**' MonT>l 
pltnc Ictl hit mum rtn hi* •**'■ if-d*. 

WALTZ, tot irotifmrnb* Pritait lew*™. 

1 foi $), Ne ippl **c 

R*. I J 1 It N OuN *-rt Wkdai* IO-S 

allied beauty academy 

11 E LAM ST 

MAN1CURIH0 COURSE $11 ¥0 
JlVl — *lt« I f i — >n I »(ili*. 



Fmllcnr nsinne Allriclivr mnnlhl-f 
nlfl E*TfT ftmns with pntitr fellh 
(>4t>r. *Kep R*p ber ft htaotr »bop 
4100 1 a Salle Nrk FaMulM* 

CASABLANCA oh* -*a*i Mad* pu-l*i* 
Appli Rkk fel iSIM 

1 J+p FINE GROVE PLAZA Wirfrni dt 
hur i-1 nn tpt* Nfwlj ttvtntti 
Ontdt rlfTitct Lf. eloirl*, « Utt 



ARI JHClAl- 1<| - Mio'i, left; 
•ft* T 1 4-t AirpliiH ««U. 



IP! 



rhn<l4lll 



ALL AMERICAN RU1 
TRWRLCDl 

Em 

$M*- 



Lm Am**** 
Sfnwdm itlW&w 

iu-/*» 

StOp/- 



IATELV 
l**kt Hi 



tHJUA 

LOVRST ROUNI? TRir FrVRIiS 
IN THE STATE. 

SttOALSALE 

N»- - hn wlr SJ* » 

N«i Jt hut, ••(« -nm 

kt ro**ftf ; |ll 

J1 J W VftihlAfiHi A*. PnmUmlWO 
N«* itipwtbW 1st dfbii *«*Tt thw* 

jsdMrifc* iinwiiii mi 

■AR0A1M 

R4fpJD>| $1 4* Vihw* Tk« ill pvtpow 
(•a- ft* hi BiKk. »«»»», SoMiti 
VUmvRmV Kcfl> Bdfb 
Emu Wmt\ dw* 1 1 V J I Hh ONLY ttt 



Ai in •ddrra of lluWi-m 
M » Dtli»ir< PnmltMli 1ft 1 

SIikUi C» Stdin 4 d«w» 
Fullf «lr condlHionrd H«nnin| hoifni 
«rn Thli cip -ill ptii for at* kltj 

«*J tlk«, M WAf M H 'I »Wt* 

W1NTTR COAT SALB 



ll'jod cq*iv-'( 
hr«Tilf JnlcHfiM— ^ 
pint! in miUh &itr* I M0 
Ffo-l&MM .Vila* U\ 

EMERSON COAT 00 

UU W LEMt RALAV 

SLODOiOM 

l*«ANTEH 



The Wry M.fhrtt Pi«« will be ptU 
•Vt iIm p«rchMi OM Oohl ft 
F*-nTkhtti* 

YOU RBOttVE CASH IMMEEnATELY 

US CT — » M - d Sr*4kM*. IS N MnW M 



Till 



PART ihirt w IM» C^> $4S Rr m-> 
SlHDHfl^H 




YOB SALE. » UA *h«*. «Im f** 
Gomf cb**# Oicn MnirtTIT! 

UBORATOBY tfluipm.m hx Hit 
- ttrakilt. Kite* itt Prrf c fp»d 

Cilut-dTOTI 

4 rr -old Meali bone -Ml mitnd 

Sorf-lM.QokbMk.OAfn 

MiEooe 0*kPiikl)*7 

TFETH bHt - *tm*l pl»i« 

*T*niiSt Ro-ii Vfe!1lnit(w}M4 

tJRIVtNQ lo Dtmti, C>« ft n n» tH 
Oilibo*M ihenlf Take I thti* nwnfil 
IUMP40II 

Gm ArrptM ata&mw, o*Ji i> i macblofa; 
tMb Uffcm il ft ZUI*. No n un -All 
off**t rdb-stl 
MlhM SofM. Hwi I 
H GtM-J A* (m FtoN) 

OLDSMOEllB J4 D*« Til S#o $)H 

1 ■— — 1 — IPvCl H*ff f*** *TTT ^ 

~4>o-wm 

(■Trrtinf Mg4ct* IW 

I T-SM AN - 4* A; 
-Km to mil into 



WCWWHAWU II>1 IratPri uli-i* 
Nt-It htm A rfrc-t Frtt-lili*. 
OaU. $M4 

Qofcb .ftrftef etHMM pppplM 

No our *ri«*« i»h«l A*»lf Sw I Mi 

Ynf hl-«h | rid Af-fen off -tt or 
rttcpooB. I to ftF to -Tl im 



STLrOERARER 




Al 



FOR AIRPLANE & StbSMSHIE 



I1.IJSJIH- 



Nf * ft ■»<-: vmmmp ft e ii n , Btr 

priro Wt otB tA t t%h 

OHn.nBW OfMfVf*. 

PACKARD *40 Mm SoJm $7)0 
lUrd S -lib* 4* tf-oL R*di* ft b**K( 
Litnbo MM 



Rr-un/ nptiiTan Ttunrd M 

PE VERF, inflVRRSITT 

■ pr in (hi Su tr * l o HT lpi ■tftnM. TR« «h* 
■ltd* bi rbek rkhh Rjtn, if n-* 
k n—F— *PL No Pbntj— OBOb 

f)o*'!t»in| < In if i 

Cbj V1RJ )fl E RANOOLPI I BLVD 
Tift 



BLACRSTTJN FE 1 1 31 - I' J 3 im Mu 
-til ftim iK-lf 4« SJ.M-$I op 

IIAYLEtlluii Eric iuii 

PS. «■ fW M-F ■« «* IM B**t 

Kcp<*B*»*S»o0 



EtUt4)M • Jnnb. 
hift Fw. (•• S» $• 



(•pt Ril tire 



sr 



LAUNDRESR Cow *hm -mm Cliiphm 
TrWaiiT 4100 

now In OoinkiU> Yoa 

Rrp«tBo*4l«0 

YbfH $| ,fE CotdyppT* Pttndl 

ypMltikli fcfrtk*- Oatt 
■MMaHMillf iBo-ftnnl §t 9ntM uA f fdiifcKxHi 
fa* t*al hi Sk* 10-41 
Na Mad or 



l*i 

A iho— tp 

ram 



CASH! 



Bfi 



4JIJ 
VCWT 
4n 



DAOU3 BARCUJhi RAEEMEJfT 
iyHOARRST 




ti» V VRBASH 

OrrOAVt>litn»>i*»otoU Bm»|T 

[KD1GESTT0N 
MAY AFTICT THR HFAKT 

Ai lb* IWm MfJi of dittrr**, M a fi DM 
and -conn dcrtnd on 

CHESTEE'S PATENT HFMEtlT 

awdr of flii efl Ktftal PmAimC mc 
tnoiftHnK). If ih* fif « *»* ootaal 
pnwt CUEJTERTbofc rtturn 
at H-t tKttTf DOT' El J 1 , mnnij 



PAJNt papct &) «p p« na hxl pap**, 
Efrb* taaaacflcd. Flaatrti p**ci 

lairpndiaca Tbol 

ISM aant ihtaio mil Alio IKmh 
BildoM bibr It blww, Cft«ap. 

A«bw 5SM 

vMA] .Trt 1 jMi™o«KStK>ld*it F ui r n 
Rtflr Btrt IH00 



MtHbajtwaf Bag Pad* Ofkia 

la " 




ol eaat ■ ■ -t n»t il ajoDkin 
f-«rkPV 




RAYON 



All -til stintont*. 
tapi,lnTkjHliii of *K 
SpaiftSl <,|n*«iol 



FrttrCMM] 

AIM 

ClMf 

A.MFJHCA 



VoRbJ ■'■ 
ah nt a>(HI 

pl**H ItRI 

TALTZ.li 
1tot$f.» 
Rail 

ALU 

MAM 
Jcbti 



COM 



Caoatctfa 



b»*ttn ■ 

At* 
Mi 



Fall* 
tup* 



- 



c:s 



$HI 



tHRirfFOOOMART 

VKtd haai ■ prr IV 
Sa«M frna, aiftod 4 tan* 

-0-.PO. 
rmam haaat - t*t Ih 

1 1» ~ JSTb . 

USLASAU.) 



tie 

lllf 



t .» 



Tb* v*n * 
•ttttlt.1 

Pbwnl 
TOUI 
Utl 






a-CAs 



I II I 



48K Spectrum £795 

MICROSPHERE 

72 KOSEBEKY ROAD LONDON N 1 21A 



ejO* 4 VAHCI?LImE 




HANDING OUT 
ACCLAIM 

Crimes s^^**^ 'Ss^^*^* 4 *^ 



Sim(TOm««0H'^'"? 



that everyone agn 



by the Sta" 



SSSoTihich co«eeted ine pn™ 



^London's Hilton Hoi_ei 



EXTR4 TI7IW4 



To follow up (heir highly success- 
ful Trivial Pursuit, domauk haw 
released the first in their promised 
terns of additional question sets. 
Trivial Pursuit. Young Players 
Ettttwn comes in two forms: ss a 
game in its own right at £1 4.95, 
end as a tape holding an extra 
8,000 questions to be used with 
the original Genus Edition at 
C7.95. The questions cover topics 
ranging from Grange Hill to The 
Wizard! of Oz and should provide 
youngsters with a chance to run 
rings around the older generation, 



who's knowledge of Duran Duran 
and Ab-Hg might be a bit rusty. 

Further versions ere in the 
pipeline. The Baby Boomer ver- 
sion, due out by Easter, is for 
closet hippies bom m the years ol 
the post-war baby boom These 
are the people who ve still got their 
Katian hidden in the bottom of the 
wardrobe and believe flares will 
make a comeback. Genus W 
should appear around next Christ- 
mas, providing Trivia lovers with 
another 6,000 general knowledge 
questions 



COMPILATION 
CORNER 



Another crop of compilations has 
bean gathered In. Ftva Star from 
■cau jout contains a quintet of 
games, aft of which coUected high 
ratings in CRASH: ZoMs from 
MARTECH. Equinox and Three 
Weeks in Paradise from 
em. Back To Skool from i 
pMfK and Spmdaiy from iuctwc 
DdtAiis. The whole lot, two casset- 
tes, inlay and entry lo a competi- 
tion costs C9. 95 

uVniiATi fans won't want to 
miss two £9.99 Unoeflevatito Ulti- 
mate compilations released by us 
ooud- One rape includes AhcAiac. 



SabmWutt, Urxforwuride and Alton 
8 - the other contains four golden 
oldies Jetpac, Tramam, Lunar Jot- 
man and Past. Scott Adams fane 
might want to pick up a previously 
unreteesed adventure from The 
Master - Buckaroo Banzai - which 
appears on the Scott Adams 
Scoops collection with voodoo 
Casfe, Strange Qdy&j$y and 
Pirate Adventure. Then there's the 
Spectrum Stingers peck , also from 
ua oou> which features Bruce Lee. 
Ptite Position. Zonv and Cyherun, 
priced st £9.99 
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Pmufm Ijnw from RAiHBIRD it ptoB*od to collod m* COftift- 
cate naming STAftCLIO^P 128m* th* bomt Sp+Otrum QOmo 

produced In 19&6 




Afhmrftrmv^Ut»tfnmtdvfthrHSPCC*nii»dthm»wmnl'*B-ift* a 
Auctionoor'r AMiintmnt hold* up *n OH Origin*! which wm» / \ 
ermntuatly knocked down for ovor CI 200 in old of bottorod 
children 



GAUNTLET GOOF 



Gauntlet, us gout's Smash arcade 
conversion, may present prob- 
lems when it comes to loading the 
dungeons into your Spectrum. 

There are two editions of the 
game In circulation The first edi- 



tion has a bfack -coloured inlay. 
This version will NOT work with the 
new Spectrum Plus Two, and 
there may also be problems when 
using a Kempslon pystick inter- 
face, tf you experience either of 
these problems,, take the I ape 
back to the shop you purchased it 
from, and exchange it for a copy 
with a butf coloured inlay, which is 
a later version with these bugs 
cleared up, 

A spokesman (or ua onto said 
the company would like to 
apologise for any ^convenience 
caused. Apparently, quite a few 
problems have been encountered 
when getting versions of the com- 

Sny's games to run on the Pius 
10 - me machme appears less 
tolerant to some forms of piracy 
prelection and fast loaders than 
the eartier types of Spectrum. 

Thanks must go to P Margetson. 
who contacted CRASH by Mic- 
ronet on our MBX number 
1105845851) to inform us of this 
problem. 



Orfnolition fa tho tfncorOMt torn of erf Mc Jam. WomOirtthmlMd- 
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sent urn this picture to •ntahailte tt» fact that » new 
game called BaHBrookor im on \tw way » . . 
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Jonethon Eggetton, designer of the Gwrwsis game KAT TRAP, 
demonstrates tha 1imsh«d product to John Rowland*. the software 
buyer tor WH SMITHS. Mark Stracfvan from oomaak looks on, nerv- 
ously awaiting the vardicl. 

Owing to their «it«n»lvF« chain of retail out kits, SMITHS decision 
to stock a game can havo a dramatic atfacl on Its sale*. According 
to Mark Strachan. KAT TRAP had already clocked up over 1 5,000 
aalea before 1987 began! 
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NEW ARRIVALS 



Two new companies have dec ided 
to set sail on the stormy waters of 
the games software market Vow 
wan somewhai optimistically 
hope to capture five to ten per cent 
of the market, with twenty releases 
in (he first four months of ttug year 

This assault will start with 
AftE.rVA, e graphic adventure 
sating for C4 .95 According lo vom- 
sorr. buying the game will entitle 
you to enter a competition for a 
prize worth ai least £10,000 Later 
m the yaar. they plan to launch 



in 



separate labels specialising 
utilities and adventures 

AtttftHAfTrt SOFTWARE H 

another new company which 
plans to concentrate on the 
budget market, releasing games at 
Ci 99 - Howz&i and Henry's 
Hoard are the first two on the 
release schedule Products are 
also «i preparation for a utiht>es 
label - suMMrT software - which 
should kick off with a C9 95 art 
package called Art Master 
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NOW AVAILABLE -the official Spectrum upgrade! 



■Turn your Spectrum into 
!a Spectrum + for j ust £23 



-incluO«i7Mtrj|[tifl 
RWpeffKvttTtwwntff style artMci 
Accepts » current spectrum 
software and penoh*»«li 




+ £1.50 p + P 
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Here s some exciting news for Spectrum owners ... 

the oaSoai Spectrum Upgrade Kit The Upgrade has everything you 

need to tum vourSoectrum into rnesrvwi new Spectrum* vou eon t even 

f^ an understand^ erf eiectjonKSrust the aw^^ The 

leafle t « the tit gives clear step By step r«rnjCP0ns IfyourenoUureacout doing it 

yourseti aon f worry sunpty return your »W Spectrum to us and for CM 15 *tiK 

p • p we n upa/ade It for you 

TIm trigger, better Spectrum leyiwani 

me spectrum * mea&urw «v» * «r tt has t urge typewriter style tryooara 

witn fura mouMee ten von 11 fins ttx new «eyooaro has a smooth positive 

KOOn - Kit 11 for touch typing word processing ummatwri programs and 

emMeaorograrnniing sessions Two 'errxtaDieiegsgtvea perfect typing portion 

There jre M Keys *i an including 17 new key! Programmers *w t» pleased 

to see dedicated punctuation *eys 4 space oar and separate Uvrt *eys f o* graphics 

and ertenrjed modes aiw a reset pulton allows you to clear a program from your 

computer 5 memory wrrfwtii disconnecting Die power snooty 



The official spectrum upgrade, naiuraiiy vou' upgraded 

computer m\t accept ai the penpntrati in your Sinclair w:w 
inttrfaxe ' »itro*rr« md » on ■ » wef » ad Spectrum itfvmrt 
important new Spectrum software and penpneras ww be oettgnM I 
„ Jeettrum * m mind So the Sinclair upgrade add; styiiih looks, new | 
.f capabilrttH ana new potentt* for Hie future 

HOW TO ORDER BY MAIL 

i Kvour«uireu-5todoth(upgraderpfyottpi*jMser»rjOf.tS-*CiSDp+o Total D1.«I.| 
7 swuid you reoiwe me ao it yourself tifiuir send as 90 i-£i«pt-o TotaifM.SO 
S i you re euire your Spectrum to oe repaired and upgraded re a Spectrum Pi ^ we hav e a 
special offer price of just £»00 complete 
Orrjen can &e placed ov using your Access card on the ntimoers oeuw 



Upgrade Oept lODHign Street west ciossop DeruvshireSKilBHi 

Tel ((M574I 66555/67761 & Manchester 061 2U 0376 

© CopyriQhT Video vault no No 699032 
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I was flunking about the kitchen on 
the day of the cos launch for Brian 
Ctough '$ Football Fortunes held at 
Wembley. Do you know how 
difficult it is to find plain black and 
while floor tiles? And as I walked 
up the ramp to the imposing 
stadium, golden in the winter sun, 
f wandered if they "Ad plumbing 
problems lool 

i was only an hour late for the 
reception arid the ftet person! met 
was CJouQhie himself. 'What's me 
maner," he quipped, 'miss the 
teem coach from London?' But 
before I could think of a suitably 
witty response. I noticed the row 
olBSCs 

' What s this.' I asked Dave Car- 
lo*, as he ushered me to one ollhe 
computers, 'a convention for 
nearry-dead micros?' But no, it 
seems that the onry completed 
version of the game was on the 
Beeb. 

I confess that I was Jess than 
overjoyed at the thought of having 
to sample a season 35 a league 
team manager, there and then 
After all, the black and white atnp 
only reminded me of the kitchen 
liles, But there was something 
intriguing about Foorbatf ForTunes- 
The computer takes care of the 
book-keeping while the players 
use cards, counters and a board. 

It would take too long to 
descnbe the Ml rules, but the 
base idea is to create a squad 
which can go for the double, trad- 
ing for players with your oppo- 
nents if need be, but without ban- 
krupting yourself when payday 
comes round I managed to topi he 
league but went out in the cup. and 
so tailed to win on management 
points. 

I'D be interested to see how 
Football Fortunes does.. I believe 
that H deserves to succeed. After 
my harangue in the last column 
about the tack of imagination in irie 
software market, this can onfy be 
seen as a positive step. It's also 
fun, and lets a group of people 
share in a computer game. 

You can tell how much t enjoyed 
the experience, because when the 
time came 10 eat, i insisted that we 
stay and finish the season. But the 
reward for being a manager is 
good food and good drink too, so 
when the time came for a tour of 
the stadium I politely declined. 
From the Stadium window I'd 



SOAKING WET - INSIDE AND OUT 

It's the week before Christmas as I write this, and I haven't bought any 
cards yet, let alone sent them. The reason is simple. Instead I bought 
a flat, and with it came all the joys of home ownership, such as holes 
in the roof. So this column isn't about computers . . . it's about DIY! 



seen a Do- it -Yourself store, and 
my mmd wasn't on turf but vinyt 
tiles. And Wembley tumed out to 
be a D!Y Mecca as wen as a sports 
one. Hound them. Wow attl needed 
was to get the cooker instated. 

While I was pondering this par- 
ticular problem. I received s phone 
call from Hot Hubtey. 'Hi. John, 
we've not met but I'm handling PR 
lor tores* ocsiQHS and Beth 
Wooding told me that you're a bit 
of a foodie. Would you like lunch?' 

Well. I've bean called a lot of 
tnmgs in my time, but my hedonis- 
tic ovar-consuniptjoh has never 
been called foodie-ism before. 
Still, when the Invite is for Ken Lo's 
Memories of China, one of the best 
oriental restaurants in England, 
you don't quibble about terms, 
especially n you've not got a 

Actually, 1 had another reason 
for accepting I have a hell of a high 
regard for the tigress games- 
designing team. And it seemed 
that ihey didn ' I have any particular 
product to push - they just wanted 
to rap. Good food and good con 
versation Is a fine way to spend a 



re was plenty of both, as Roz 
and 1 tackled such exotic dishes 
as drunken fish. Too much, again, 
to recount In one brief column, but 
part of that conversation revolved 
around my current obsession - 
what lies in store for software in 
'87. 

Tigress, as far as I'm con- 
cerned, could be the future. They 
have the ability to originate new 
Ideas, and ideas which should 
appeal to a broad range of ages 
From the simplicity of Think' to the 
strategic complexities of They 



Stole a MMbn. and the brainbend- 
mg arcade game, Deactivators, 
trim avoid simple pigeon holes. 

The secret of tigress's success 
seems to be that they're not under 
pressure to produce so many 
games ■ month, like many a large 
company, but can spend time 
developing quality ideas which 
they can see through every stage 
of production 

Saturday the? 13th. {doesn't 
have qufte 0w same nng 10 it does 
it?} provided a dash of attractions. 
While the morning was taken up 
with a ZX Microf air, oomark were 
also running the final of their Trivia/ 
Pursuit contest Trivial Pu'mji; 
possesses that classic simplicity 
that makes a game addictive. And 
H transferred to the computer with 
amazing success 

But first I made the rounds of the 
seasonal jamboree in the Horticul- 
tural Hall, meeting old mates, 
avoiding enemies, and finally 
gravitating to the bar where a 
benevolent Mr Kidd poured a pint 
into me before we sei off for 
domark and The Brewery. 

To be honest, they could have 
been launching Cabbage Patch 
Dotis - The Game at The Brewery 
and I'd have been there. That son 
of an Invite to a Minson is like a 
magnet to iron filings. But my cor- 
rupting influence spread to 
Graeme, and we roiled up an hour 
late. 

This had its advantages though. 
We avoided being roped in to run 
one of the semi -finals in this cham- 
pionship play-off, and were able 
to scoff the nosh m peace, safe In 
the knowledge that the CRASH 
contestant couldn't lose - 
because the poor fellow had 



Geo* coffee** Nm Tit Qrmnd't 
00 
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caught 'ftu and couldn't make iti 

Then upstairs to further stuff 
ourselves on Trivial Putsurt after 
dinner mints, complete with a 
question of no relevance what- 
soever in every box {for example: 
Do too many Trivial Pursuit after 
dinner mints give you acne?) 

Let'a be honest, however much 
fun ft ts to play. Trivial Pursuit Is 
unlikely to become a mass spec- 
tator sport. Graeme made an 
excuse about having to see a man 
about a Micro* air and left early. But 
I hung on m there as the contes- 
tants battled to the finish, all under 
the eagle eyes of Johnny 
MC and Cuddly Dave, who 
to get everywhere these days, as 
adjudicator. 

It all got quite tense as John 
Cook*, the eventual winner, failed 
to get his final wedge and had to 
take another run at the centre. And 
his reward lor having a mind full of 
useless information? A solid gold 
Trivial Pursuit set, worth a cooTteo 
grand. The beauty of the 
craftsmanship matched its value. 

Meanwhile a battle of titanic 
proportions was taking place 
among the assembled press 
corps, most of whom had entered 
into the Christmas spirri a good 
week or two earlier and ware now 
in a state of ecstasy No, I'm not 
talking about the side-bets which 
ware being placed on the cham- 
pionship, but the Hacks Award of 
a gold-plated set of TP playing 
pieces. 

All that was required was to ans- 
wer ten questions - but to make it 
harder they were from the Junior 
Edition. Well maybe the alcohol 
had taken its toll, or maybe most 
people hadn't drunk enough, 
because m the end the winner only 
needed nine correct answers to 
pick up his status symbol. 

And who was it, you may ask'' 
Well, who else has ■ mind so trivial 
and so childish? But where did I 
slip up 1 Well, just 1o set the record 
straight, I now know that Time and 
Relative Dimensions in Space is 
not better known as Einstein's 
Theory of Relativity! 

So that's it 1 The last column writ ■ 
ten in 1986 starts off 19S7 and I 
now Own some satisfying** heavy 
Tnwai Pursuit pieces, though not a 
leak-proof roof. I'll probably seek 
sanctuary from my indoor shower 
at a Christmas Party or two . . . 
and maybe next month I'M get to 
tell you about them 
Yours in F&L 

HUNTER S MINSON 
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Isn't it awful? Just because those egomaniacs on ZZAP! plaster their ugly mugs and even uglier personalities 
all over their magazine, the prima donnas in the CRASH reviewing team are demanding their own hit of glory. 
So from now on, all the review comments wilt carry names. 

And just who are these people? Incarcerated in the dank dripping dungeons beneath CRASH Towers, we 
f ou nd the th ree of them . Thei r c rimes: too h ideo us to spea k of. Thei r sentence: to play computer games for evert 

Take a peek at their prison dossiers . . . As you can see, our in- house lensperson Cameron Pound has taken 
special pleasure in using his wide-angle lens for the portraits just to make sure that the inmates' egos don't swell 
too much! 
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NAME: Mike Dunn 
ALIAS: Skippy- Blusher 
AGE: 15 



J* £ instant il anyone makes a K*e at 
dritosi. 





NAME: Ben Stone 
ALIASES: Mr Label, 
Hey You, Lover Boy 
AGE: 17 



Ben is the longest surviving wvnate ol the CRASH dungeon. He's been 

- now, and the strain is beginning lo ten. 
In his Reebok trainers, 
elegant haute amonqsl the firm and vermin of his dungeon ceil. 

When il comes to computet games. Ben goes m for the more motent 
ones - which could go some way to explaining why he got locked up 
" Starahder is areat. There's this we*rO scenario, and you rust goaf ound 
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it* 



game, especially on the Amstrttd, and Workt Games is the only sports 
simulation worth playing" _^j^_ 

When on the run Mr Stone would often hrdaoui m amusement arcades 
I like a lot of machines, but Baffle Zone is one thai springs lo mtnd as a 
particular favourite." 

CRASH njns a fawly liberal pnson regime - we allow the inmates the* 
own music Mr Stone likes The Cure, The Smith* and Skmxaie end the 
Banshees lor reasons that escape the warders. His tastes in TV IHta 
any irasny Amencan srt-coms because they' 1 * «" escape from pnson 
trie. Eestenders is really 'onght, IftBffT" 



NAME: Paul Sumner 
ALIASES: Jolly Hockoysticks, 

The Fuzz 
AGE: 21 




rid "Misthif 
over, ever. < 
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Police Academy* 
enjoy 



tits opmiL 

hes never in polite company) 
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hoops and lortiUa chips. 
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THE COIN-OP SENSATION FROM DATA EAST... 




Just like in the classic wild west films of old, you'll be in the thick 

of the action right from the AmLHittnUH jubwiw fama*. Cawetie U«k 

start! Hold-ups. rohbenes and Commodore £9.99 £14.99 

rooftop fights. Express Raider Amstrad £U.99 £14.99 

has them all! Spectrum Etf.99 — 

US, GOLD -WE'RE AT HOME WITH THE ARCADE THRILLERS! 

US. COLD UMITEIt 2 J HI LFORl) WW. HOLFORU BIRMINGHAM B6 iQL 
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CORE HEALTH 

411Q 1121 



SCORE HEALTH 




Producer. US Gold 
Retail Price: £8.99 
Authors: Tony Porter, 

Kevin Bulmer, Bill Allen 
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f auntlef The Official Con ver- 
sion' has at last appeared. 
The mam difference bet- 
ween the arcade classic and this 
version, is that us ooto have pro- 
duced a game for ore or two 
players - whereas up to four com- 
batants can enter the co«n-op 
ii. i- i 

The package comes complete 
with extensive instructions to help 



CRITICISM 



" Gauntlet hat turned out to 
be a much better game 
than any of its clones. The 
pr ogi eon n et s have man- 
aged to capture a lot of the 
Spirit of the arcade 
machine - this version Is 
nearly as playable as the 
original and far cheaper. 
graph ically Gauntlet Is 
pretty run-of-me-milt. The 
sound is generally lame, 
the tune is instantly forgett- 
able and the effects are dull 
and infrequent. Don't be 
put off by these shortcom- 
ings - gameplay Is where 
Gauntlet really picks up my 
marts: I could easHy play ft 
until the end. If you have 
been wafting for a decent 
game of this type to appear 
then I doubt that you'll find 
bettr 

BEN 



Gauntlet novices who d idn't spend 
their formative years pumping 
coins into the arcade machine The 
program is mutti-toad. with up to 
eight levels loading at a tin m 
To begin with, each player must 



choose one of the tour characters, 
these are Thar the Warnor, Thyra 
the Valkyrie. Merlin the Wizard, and 
Guestof I he Elf. Each has different 
'evets of Strength. Armour and 
Magic Power. Strength determines 
how quickly a character i 
destroy opponents. Armour level 
determines the amount of damage 
a Character sustains from a hit, 
while Magic Power affects the 
power of potions that are used In 
a iwo player game, the pair of 
adventurers can work together, 
sharing the tasks between them 
and using their unique abilities to 
best effect 

The aim is to scurry around the 
spacious dungeons, biav 
everything that moves and collect- 
ing as much food and treasure as 
possible. Keys must be found and 
collected so thai locked sections 
of the dungeons can be entered 
and explored. While all this js going 
on, the exit to the next level must 
be located. Each dungeon con- 
sists of amaze of two-dimensional 
waits and doors, with exits to the 
other levels scattered about At ihe 
start of each level a message 
details any special conditions that 
apply - for instance your shots 
slun your partner in some maze 
areas 

Characters begin with 2.000 
hearth units, displayed on a 
counter at the bottom of the 
screen Confrontations with the 
evil beings that Ihe dun 

□eons reduce hearth points, and 
death ensues when a characters 
health rating reaches zero. In the 
two-player game, a character can 
rejuvenate a dead partner, who re- 
enters with a zero score. 

The dungeons are full of guards 
and demons waiting 10 do bailie 
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with intruders. Generators located 
m the mazes continually produce 
dozens of deadly denizens - 
unless they are quickly destroyed. 
Characters can either shoot the 
enemy or enter mto hand-tp 
combat, winch usually scores 
mora points - at the expense of 
the loss of more energy. Hordes of 
opponents tend to congregate 
together m sections of the maze, 
just waiting for you to luma corner 
or destroy a wall so they can get at 
you. 

Ghosts are the most common 
opponents and hit a character 
once, dram some energy and then 
disappear: hand-to-hand fighting 
is pointless with spooks. Lobbers 
are sneaky fellows, throwing rocks 
and other heavy items over the 
maze walls. Demons spray fire- 
balls which sap energy very 
rapidly. Grunts are armed with 
heavy dubs and run up to your 
character biffing away repeatedly, 
Sorcerers use their magic to 
defeat you. making themselves 
temporarily invisible »mi immune 
to your shots. Death as the tough- 
est guardian of them all and can 
only be def eaied by use of magic 
- the best approach isio avoid him 
altogether. 

Food and drink (some of whtch 
is poisoned) can be collected to 
restore hearth and boost your 
score. Potions found in the mazes 
have a range of effects - some act 
as "smart bombs', while special 
potions confer additional fighting 



CRITICISM 

" Hey wowl The hippeail 
arcade hit that I never saw 
hits the Spectrum. Yeuch! 
What puny little graphics; 
but WOW! - what a garnet 
This is just what Spectrum 
Owners need: a proper, 
involved two-player game. 
Despite the fact that I am 
■gainst moat mufti-toed 
systems, it's hardly surpris- 
ing that Gauntlet has got 
one; it must be one of the 
biggest games about. If 
you're only likely lo play it 
On your own, then think 
before you splash out, hut 
in two-player mode it's 
hard lo stay away from. 
Well done us ocua " 



or shooting ability, increase your 
characters speed or improve 
magic power. All the collectable 
objects are picked up by walking 
over them, although potior 
be shot . <n which case then ' smart 
bomb' effect is reduced. 
Pants are awarded for each 



denizen despatched and for coi- 

g objects Every so oft 
bonus treasure room is encoun- 
tered where the aim is to gather up 
all the treasure and escape before 
a time limit expires. Transporter 
pads appear on some levels, and 
stepping on one moves the player 
to another pad on the screen As m 
the onginal game, some of the 



CRfTICtSM 



Jt At lest the original game 
hits the streets (wet Vie 
CRASH office anyway). 
This is Just as playable as 
the arcade machine - and 
the conversion retains the 
fast screen scrolling. H 
even manages to keep the 
old 'come on follow me' 
feeling - if you're playing 
with a friend co-operation 
is essential as the dungeon 
scrolls around the charac- 
ters on screen and it's easy 
to get trapped if you try to 
go your separate ways. 
Gauntlet Is more of a shoot/ 
pick 'em up game man any 
of its clones, and as such ft 
contains much more fait 
action tun. Cancel all 
engagements for the next 
month, Gauntlet has 
arrived! " 



walls can be destroyed by 
repeated shots, while stepping on 
a trap makes a section of wal dis- 
appear. 



COMMENTS, 



Control keys: player 1/ 
player 2 - 1/8 Up. 0/1 Down, 
S/K Left, D/L Right, ZJU Fire. 
CAPS/SftAC€ Use mage 
Joystick: Kempston. Cursor, 
Interface 2 

Use of colour adequate 
Graphics: inevitably a bit 
small 

Sound: unremarkable 
Skill levels: one 
Screens: Si 2 scrolling levels 
General rating: This conver- 
sion is let down a little by the 
graphics and sound, but the 
gameplay more than makes 
up for such deficiencies 

Presentation 90% 

Graphics 77% 

Payability 94% 

Addictive qualities 94% 
Value lor money 9i r b 
Overall 92% 
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Producer: Electric Dreams 

Retail Price: £9.99 

Author: Pennsoft and Soft Machine 




ark Eyles, designer of 
Sack To The Future, is 
behind this game-gf- 
the-film 

Back on Earth after forty years 
floating in space, Ripley » horrified 
to find that the planet where she 
discovered the Alien? is now being 
colonised. No-one believes her 
gruesome story until contact is lost 
with the cdoTKsts . . . Grudgingly, 
she agrees to accompany a group 
of hjghfy framed Space Marines on 
a rescue mission. 

You direct that mission from the 
safety of the Mobile Tactical Oper- 
ations Bay (MTOB). and are In 
commend of Ripley, four Space 
Marines and an android. The 
action is viewed on a video display 



our when an Alien fa attacking, The 
number of the room currently 
occupied is also given on each 
individual's display panel. 

A press of the appropriate key 
gives control of a character, 
whereupon their portrait appears 
m the central control window, A 
bio-functions trace and a bar indi- 
cating the character's remaining 
Smart Gun ammunition also 
appear. The control window 
includes a counter that tots up the 
points collected for killing Aliens. 

Characters can be moved 
around the complex,, room by 
room, by using the doors - move 
the gunsight over a doorway and 
press fire to pass through. Rapid 
movement can be made by 



Rip Iff p**p*r+i to <##*» *lt+r blotttnt} mno Ihmr e#H ct*xtutr 

to s heap at aeitiic alimt . . . 



warning alarm sounds. There are 
only a few momenis in which to 
Mast the monster before it realises 
someone is there and 200ms in for 
the kill, H the AMen is-n't eliminated, 
if dashes uptotheviewscreenend 
the signal goes dead as it kilts your 
soldier, 

If one of the team members who 
is not currently under your direct 
control meets up with an Alien, the 
appropriate status bar turns yet- 
low. If a rescue mission isn't exe- 
cuted rapidly , you lose the trapped 
team member, Aliens may also 
capture one of the humans and 




An M4*n <• Aeetf/ng * trmigftt ter Corman - qitfcfc thovttn? 
might hh htm M*l 



by the camera on the 
of the character currently 
being controlled. You can move 
the sights of the Smart Gun held 
by the human, either to target the 
weapon or search the current 
location - the video camera fol- 
lows the gunsight. 

As well as the mam video dis- 
play, the control console also 
includes a panel for each of ihe six 
team members, These individual 
displays include a bar read-out 
that monitors the Ufa status and 
stamina of the explorer - as a 
character gets near to exhaustion 
the bar flashes, and it changes coi- 
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requesting the character being 
commanded to move North, 
South. East or Wast, and he or she 
can move up to nine rooms in any 
of these directions . As soon as you 
switch control to another team 
member, your multi-room move- 
ment order is executed - providing 
the character you nave sent on 
doesn't encounter an Alien, find 
the way blocked by a pool of acid 
blood or come up against a locked 
door... 

As the team moves through the 
complex. Aliens start to come out 
of hiding. When a character enters 
a room where there's on Alien, a 



begin impregnating their victim - 
again a rescue mission is needed 
il a life is to be saved. 

Ultimately, the aim is to enter the 
room where the Alien Queen lays 
her eggs and wreak mayhem. 
Don't expect the Alien hordes to 
ignore your presence, though . . . 



CRITICISM 



•" This has to be the best 
□eme-of-the-fijm to date: it 
really has captured the spirit of 
the movie. I found it scary to pl.iy 
- quite often when I was faced 
with an Alien I actually started to 
sweat The strategy element of 



the game isn't much tun, but 
when coupled with the horrid 
slimy Aliens which crop up at the 
most unexpected times, the 
game as a whole works excel- 
lently. I can see myself playing 
this either until I've completed it 
or until I admit defeat - it is just 
very compelling. Go buy it, you 
won't regret It 



• " I was realty amazed whan ' 
started fo piay Aliens. To be hon- 
est, t thought that it was going to 
be a bit tacky - bat sucnuc 
pftEJiMs have done a really good 
job. The only way toptay this is tate 
at night with aii the tights off, end 
the TV extremely dose to you. 
Basically it's Just another 'stomp 
around the shop' type of game - 
but H has got toads of extra tea- 
turea to bring Hakve. We* worth a 

° and ° r " NUA 

#" Aitens is a very good game. 
Doubtless it will gain a lot of sates 
from the film tie-in, but even in its 
own right it's well worth playing, 
The graphics are very neat with the 
Aliens surtabry represented Bear- 
ing in mind f he fact that the film is 
classed as being a honor . I think n 
could have been more atmos- 
pheric ja somewhat difficult prop- 
osition on the Spectrum!). The title 
tune is fair, and overall. Aliens is a 
very playable game I didn't find it 
tembry addictive, but other than 
that, I ve no complaints- " 



COMMENTS 



Control keys: 7 Up, 6 Down, 5 tert. 
S Right, Fire: R Ripley, G Gor- 
man , H Hicks, I Bishop. V Vasquez. 
B Burke. N north, S south, E easi 
Wwest 

Joystick; Kempsf on. Cursor, 
Interlace 2 

Use of colour: monochrome play 
■m 1 

Graphics: detailed, wrth neat 
Aliens 

Sound: good tune at the begin- 
ning with spot effects throughout 
&lua levels- one 
Screens: 2S6 

General rating: A good attempt at 
capturing the action and atmos- 
phere of the film 



Presentation 


88% 


Graphics 


85% 


Payability 


84% 


Addictive qualities 


B1% 


Value for money 


82% 


Overall 


84% 
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row's your chance to omu- 
late th« oxplorts of hunky 
superstar Tom Cruise and 
the r«t of the pilots at America's 
top school for combat fryers- Sea- 
tad firmly in the cockpit of an F14 
Tomcat you can enyaoc the com- 
putar in a higtHecn dogfighi. or 
battfe « out with a friend in a heed- 
to-head session 

The action is viewed on a spta 
screen which shows the instru- 



and vector graphics to si 

aahai erthcs. witn a dotted ime 

marking the artificial horizon. 

A joystick can be 113*" 
the fighter m the air in the 




■ i was wary dubious about 

this on* at first: y«t another 
crummy licenced same I 
thought. But happily I waa 
wrong, Top Gun realty is a 
good game. I can perhaps 
see myserf getting bored 
with the one-player mode 
after a relatively short time 
as there fa only one oppo- 
nent to go for, but lu-ckiry 
there is a two-player mode 
which is brilliant. ¥m» can 
■hoot the hell out of your 
best mate, and the compu- 
ter ceases to be a problem. 
I really do HM thfa but I 
couldn't see It being addic- 
tive for longer than a month 
or so. " 



CRfTfCISM 



" I stand corrected. Before 
Top Gun, flight simulators 
were out as far as I was con 
earned - now all that has 
changed, It just goes to 
prove; a} what oce*n can do 
when they're not doing lis A 
Knockout; and bj that flight 
simulators are not neoe a 
sarin/ boring. The graphics 
are fast arid neat, even 
though the launch section 
looks a bit primitive 
There's a lot to lop Gun, and 
it has all the eddictivrty that 
n needs. Neat graphics, 
lots of payability and a iolry 
fun game. Worth getting. " 



merit panel and cockpit views of 
the two opposing aircraft. The 
mem display uses simulated 30 



honoured faght stmutMor tradition, 
with the tlwottle and weapon selec- 
tion effected on the keyboard, or 
the keyboard can be used o 
own. The controls are setf-cer 
ing - left to «s own devicesa plane 
flea straight and kwet 

The Tomcat's armoury includes 
cannon, miB&aes and flares. The 
appropriate icon is edited Into a 
window on the cc 



before using the cannon or pres- 
sing fire to launch a Rare or r- ■ 
seeking mis a camv 

which overht- 'iwua» use, 

..ghted with a cross-hair and 
>o/d«r flashes red when shells 

testroy the 
opposing piane- 

jSrjtectiftg a rntesils cringe a 
large, square sight onto your v 
w&creen The target must t> 
within this area for a countdown 
three seconds to allow the SkJe- 
ier miesee to lock on to the 
enemy plane before are is pressed. 
rom a mtssHe is fatal, and 
to avoid being blown 
mKhereens if a mlssae is on 
your tail is to drop flares to contuse 
guidance system and keep 
aw venty secono 

the may 'uol 

and dives to the ground. 

Sp»; itlttude read-cuts 

are superimposed on the cockpit 
ide reading 
flashes it the plane is dangerously 
low (be 1 i«and foot). The 

instrument panel includes displays 
that show the throttle setting, o 
non temperttture. thrust, and dam- 
tained A radar scanner 
gives the relative ho< >* 

tion of your opponent and 
play turns red when a missile is 
locked 

above or below you and la used in 
conjurv 

locate the enemy Windows are 
used to display the weapon icon 
•selected and the attitude 




" Top Gun surprised me, I 
was expecting some old 
licensing trash, but this Is a 
really good film tie-in. The 
graphics areetfrematy well 
animated and the spM 
screen Idea worics excel- 
lently ft seems pointless 
having the one-player 
mode, as the enemy planes 
are so easy to Mow out of 
the air. I would have liked a 
skill level option, but the 
two player mode more 
than compensates as you 
can really show your flying 
prowess. Occam seem to be 
one of the few companies 
who know that the Spec- 
trum can play a decent 
tune, and they've certainty 
proved it here. Top Gun is a 
brilliant game and well 
worth getting, " 



*e one-player versor. 

iist of shooting down 
three enemy planes, and become 
progressively more drfticutt - on 

-,t two levers, the computer 
opponent does not use mi s a aos 
node, each piayer 
gets three aircraft, and the winner 
is the pitot who stays airborne the 
longest 



COMMENTS, 



Control keys: ^definabie - 
climb, dtve, bank left, bank 
right and fire, piayer 1 /player 
2 - A/L increase thrust. 2J 
SYM SHIFT decrease thrust, 
CAPS/SFWCEsciect weapon 
Joystick; Kempston. Cursor, 
Interface 2 

Use of colour: monoc- 
hromatic play araa 
Graphics: rapid vector de> 
■ hat gets a btt Indistinct 
when the enemy is far away 
Sound: three great tunes and 
excellent effects 
Skill levels: one 
Screens; one 
General rating: A teat and 
addicirveatf-cornbatgamein 
two-player mode: not so 
good one-up 

Presentation 92% 

Graphics 79% 

Payability 94% 

Addictive qualities 90% 
Value for money 91 % 
Overall *>% 
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PAUL McGANN 
FRANKIE 

■ EMLYN HUGHES 

■ THE PRISONER 

■ MOTHER BASHING 

■ ICICLE WORKS 

■ VIDEO CHEAPIES 

■ MALE MEMBERS 

■ GOODBYE MR MACKENZIE 

■ JUMPERS 

■ PIERCE BROSNAN 

■ EIGHT PAGE BIRMINGHAM SPECIAL 

■ CANS FESTIVAL 

■ WIN A GOLDFISH! 

■ WIN A BUSH! 

■ WIN A HAIRCUT! 

■ WIN A PRISONER! 

■ WINABOTHAMI 

■ WIN A TOMATO! 

■ WIN A DOORMAT! 



Onsaknov 




TERRA CRESTA 



Producer: Imagine 
Retail Price: £7.95 
Author; Jonathan Smith 

Imaqmc s latest coin*op conver- 
sion. Term Cresta, casts, you as 
the pilot of a Terra Cresta tighter 
- a f ul ur isltc spacesh ip capable at 
great destruction, Your mission is 
to destroy the alien fighters and 
ground instaNatioris which 
threaten your people. A planet's 
surface scrolls beneath the Terra 
Cresta as alien forces launch 
head-on attacks, and constantly 
double back 10 stnka from behind. 
Armed wrth super lasers, you blast 
and shoot everything in sight 

The aliens fire rockets and mis- 
siles at your ship and they may be 
either air-to-air or ground based. 
Constant evasion is required as 
the missiles are equipped with a 
homing device. Also, abler craft are 
not confined to set flight patterns, 
and appear at random from all 
tides of the screen. 

ground, Destroying one of them 
earns you extra parts or weapons 
for your fighter These extra pieces 
of equipment are fitted to your 
craft by positioning it below the 
component as ft is blown from a 
silo. Once the craft has been 
upgraded it is possible to enter 
Formation Mode, when the com- 
ponent modules separate and 
increase fire power- the Terra 



Th* Terr* Crmttm tighter blatt* ft* wmy through thm WjfV#* of 
oncoming *li*n craft 



Cresta can then fire arcs of laser 
energy rather than single bolts. 

As the game progresses end 
more and more extras are bolted 
onto your ship, so firepower 
increases until finally rf turns in to a 
massive Wasting machine, equip- 
ped to take on the ultimate robotic 
opponent which appears at the 
end of the landscape 

Extra points can be scored by 
killing the dinosaurs that romp 
around on the ground, end m true 
arcade style the left-hand port ion 
of the screen contains a high- 
score to beat. Your three lives are 
represented by pictures of ducks. 
If an alien scores a hit on the Terra 
Cresta a life is lost unless an add- 
on has been collected from a num - 
bered sik), in which case the extra 
equipment Is forfeited. 



CRITICISM 



• "! fwl that this m 
successful of the many vertf- 
cally- scrolling shout '9M upS 
that we've seen over the last few 
months. Despite the tiny playing 
area and the high level of diffi- 
culty, I really enjoyed, playing 
this for the short time that I had 
with it. There is little similarity 
between this and the arcade 




C*m continue* to do hmttte a* m miio apft&mr* on *erwvn 



original - okay, so the same 
enemy must be overcome, but 
the layout isn't similar at all. 
Having said thai, the game plays 
very wall in fta own right. I'd 
recommend this - it doesn't 
really look much but It is wall 
playable." 



• " This game is virtually identical 
to us gold's Xevious, with the 
major difference that this is much 
more tun to ptey. Colour has been 
used effectively to depict the many 
different types of terrain, and the 
sound effects end music are 
excellent the gameptay is very 
fast, and a lot at concentration is 
needed while dodging missiles. 




The only tning that f don f tike is 
that one mistake sends you 
straight back to the beginning - 
very frustrating. This is amongst 
rhe best shoot 'am ups that I've 
played on the Spectrum, although 
a two-player option would 
improve it ." 



• "Shoot 'em ups often rank 
among my favourite games, and 
Terra Crests is no exception, 
Though the graphics are liny, the 
scrolling is amazingly smoojh and 
the whole game is very playable. 
In the playabilrty stakes, Terra 
Oasts is very well catered for, It's 
well presented, both In the pac- 
kaging and on screen, and it's 
things like this which go a long way 
towards making a game good 
value for money. I don't know 
about the accuracy ol the conver- 
sion, but rf you fancy a slightly 
unoriginal and expensive snoot 
'em up - that's quite a lot of fun - 
Terra Cresfa's your game," 



COMMENTS 



Control keys; definable - up. 
down, left, nght, fire 
Joystick: Kempston. Cursor, 
Interface 2 

Use of colour unremarkable but 
effective 

Graphics: fairly good with neat 
backgrounds 

Sound; possibly the game's best 
feature 

Skill levels; one 

Screens: vertically scrolling play 
■M 

General rating; A slick, enjoyable 
shoot em up 



Presentation 
Graphics 

Ptayability 
Addictive qualities 
Value for money 
Overall 


66% 
75% 
84% 
82% 
76% 
81% 
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ELEVATOR ACTION 



Producer: Quicksilva 

Retail Price: £8.95 
Author: Binary Design 

Secret agent Otto has 
received his orders Ahead 
of him lies a mission of The 
utmost importance to national 
security. Enemy scientists have 
developed their most deadly 
weapon to date, end the plans are 
being held at a high- security skys- 
craper on me other side of border. 
Otto has been given the task of 
penetrating this building, nabbing 
the plans and making rus way to 
the ground floor for a quick geta- 



begin with a short 
animated sequence showing Otto 
making a daring rooftop landing 
before he enters a lift that takes 
hum down to the top Door. From 
hereon he's under your control 

Unfortunaiefy for Otto, the plans 
have been scattered throughout 
the building and are only to be 
found behind red doors. His basic 
aim is to open these doors, collect 
the pieces that make up the plans, 
and then go down to the waiting 
car on street level It is impossible 
for Otto to leave the building 
before he's collected the entire set 
• attempt to do so and he finds 
himself beck in the middle of the 
building. 

The skyscraper's floors (which 
widen towards the bottom) are 
interconnected by a system of 
elevators and escalators. 
Elevators cannot move unless 



occupied, and are activated by 
pressing the required direction 
control. Escalators are operated 
by standing ne*1 to them, end 
again pressing up or down. Simi- 
larly red doors are opened by 
standing next to their handle, and 
pressing down. 

Enemy g yards are searching 1 he 
building for Otto, and they have 
orders to shoot on sight. Otto can 
defend himseH. and is armed wuh 
the latest m automatic pistol 
Being a top agent, he is also 
trained in the martial ads and « 
can kick the guards to death. To 
dodge the oncoming tau Nets. Oho 
con lew int o the air or 1* flat on the 
floor. These skills are not that vela! 
al first, but come in handy in the 
later levels when the guards gain 
the ability to duck and fire low A 
tnck Otto has learned from expan 
ence Is to shoot the lights out when 
he is in trouble- This can only be 
done while using the elevator, as 
the lampshades hug the ceilings 
and cannot be reached by iump- 



Whan . 



all the plans are collected, 
its time to rush down to the wait- 
ing car for a quick getaway - that 
is. to the next and harder level . . . 



CRITICISM 



• "I wonder rf elevator games 
will lake of on the Spectrum. I 
hope they don't rf this is the best 
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that the companies can offer 
The gameptay is generally slow 
and quite infuriating, SO I 
couldn't play It for long before 
pulling the plug. The graphics 
would be alright by themselves 
but the use of colour Is sloppy 
and messes up the whole 
screen. The sound Is below 
average: there are no tunes and 
the enacts are minimal. All in ell 
I'd stay away from this one. 
There are good arcade conver- 
sions around already and most 
of them are taken from better 
originals." 






• "imtiaay t was attracted to 
Elevator Acton as it has good 
graphics and is quite fun to play - 
hut tue game doasn 't contain any- 
thing that ts m the siightest bit 
addictive The animation <s wall up 
to scratch, even though the men 



move tft a peculiar fashion, t liked 
the idea of moving up and down 
me building, and trying to trap 
people on top of the elevator. Slid- 
ing up and down the stave was 
also tun, but the sKght appeal of a» 
them little features soon wore off. 
Thts is easy to get into, but con- 
tains little to keep one addicted for 
long, and thus is a bit too expan- 
sive " 




• Despite the very simple 
scenario and game Idea, Elevator 
Action should win swards for 
addict iveness. Moving up and 
down hfts and shooting baddies as 
you go is one of the most typical 
game bases around, but the 
implementation is esceteni . None 
of the e lem e nt s which make it so 
are immediately apparent - 
graphics are comparativsty 
poor and the sound ts minimal 
These problems however are more 
than compensated tor by the 
incredible gameptay tt's well 
worth looking at." 



COMMENTS 



Control keys: Q up, A down, O 
leh.Pngnt, SYM SHIFT Fire 
Joystick: Kempston, Cursor. 
Interlace 2 

Use of colour: a bit garish with 
some clash and attribute prob- 
lems 

Graphics: clearly defined charac- 
ters, but slightly jerky scrolling 
Sound: n few spot effects 
Skill levels: One 

Screens: eight buildings 
General rating; A well presented 
game, though possibly lacking in 
addictive qualities 



PfeMftfatton 


78% 


Graphics 


76% 


Payability 


77% 


Addictive qualities 


73% 


Value for money 


7 1 % 


Overall 


72% 
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SPECIAL OFFER! 



*n»r not uwiik «cut «wwy ItfM limn «tt 

mt Ipntjttic pi 1«™wj hwwrwt* RMQMIQ 

e» c<w f-Sl W »*w** m»i« w*t 

mini pfMf wd p MMH 
1, ■Iwmi' rpr^iRnMn*^ r*U« prtr 

HHfTW 

■ ■■ijL*-,'i 
fa •'■">■; 

Update Your Rubber Keyboard 
to a New Spectrum* 

fitted for on, £31 90 . ti 50 post 1 (acting 

iA»» P i y Kit available for only £24.95 

* £1 SO pent L pack infli 
vour spectrum repaired md upgraded to 
a Spectr uin Piut for special offer pnee of 
£50.00 complete 
Same day service limited o*«n 
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TEN • REPAIR SERVICE 




■ While you wait service incFUOing 
computer spare part; over the counier 

• am computer* f uiiy overhauled and fully 
tested Before return 

• f u<iy i rtsur to for roe re turn tourney 

• fi«*d low price of tig ^including post 
packing ana VAT i not a between price 

at t p ail-, up t o E *0 00 wtiiC h tome of Our 
competitor ire quoting* 

• Discounts for schools and colleges 



BEST SERVICE - 



* Five top games wortn -E5JW for youtO 
enpoy and play with every spectrum repair 

• we repair Commodore 64 s vie 20 s 
Commodore \$ s ana Plus i s 

• the most up to flat? test equipment 
oe ve loped by us t o f u i ly test and find an 
fauns within your t omputer 

* reytwird repairs spectrum rubber key 
boards oniy MM 
i month written guarantee on all repairs 



BEST PRICES! } j 






ARE YOU ANOTHER CUSTOMER - fed Up 

waiting weeks for your estimate? 

Neea your computer repaired fast' men send it now to trie Number one Repair 
Company in the U K , Or Can in and see us at our Fully equipped 2 500 square toot work Shop 
with ail the latest test equipment avaHa We Vou are more man welcome 
We will repair your computer while you mart and help you with any of your technical proOwrm 
Commodore computers repaired for only BS 00 Please note we gove you a ICON low fixed 
prtce pf m« which int Hides return p«t and patning vat net a between price lite some 
other Repair Companies offer we don t Kk you to send a cheque in for the mam mum amount and 
shock you with repair Wis C» upwards Don't forget we are Amstrad aproved tor quant* ana 
speed, don t nsfc your computer ro any other unauthor ised repair centre We dont lust repair the 
fault and send your computer back we give vsur computer a 

OVERHAUL WITH EVERY REPAIR WE DO- 

We torrea CiWllf »wflfl. Kevtmnl. Chec* m* ipaping «nd lawmg chip, Put new feet on 
the Base rf required Chett tor full memory CP*cH an vxtets intuwing ear/mwe ana replace 
where needed A-i far an incfuuv* prtee of C19.9S Including VAT, all parts insurance and post 
ana packing ho hidden ertrai whatsoever We oon t fiave to boatt too mucn aoooi our 
service as we nave thousands of customers from air oyer the world highly delighted wfth pur 
service a first claw reputation for speed and accuracy Don t forget we also now have a 
Service Branch in Manchester city Centre for wtui* you waft service 




rtoDOn cable to 
ertend your ports for i^ 

your peripherals j f?UBSfBM*r 

£10.95 l £6s o***i»r>.p 

HUSH 



REPLACEMENT 
POWER SUPPLY 





D.I.Y. 

CORNER 

We regret we cannot 
snow an tne components 

lyliUbtP iu<st Sjivf us a 
can inrj we can quote you 
ovrr tne ptnsne delivery 
rjy in r lass post 



SPECTRUM SPARES 
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COMMODORE SPARES 
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fending your computer to any atnef Beo*if Centro car seriously OJmao* us Heairn 
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140 Hign street West. Ciossoo Dertovstiire SK13 8hj 
Tel: 04574 66555/67761 Head office & access orders, gueerltf. 
Manchester 061- 236 0376 while you wait repair centre only 



VNMOv.njit Ltd ND '-SJI?! 





TITANIC DROP 



Producer Ocean 

Retail Price: £7.95 
Author: Keith A Purkiss 



Si* European countries com- 
pete in the wacky events 
that make up ft'$ a Knock- 
out, the TV show thai was all the 
r age years ago. Now ocean bong a 
taste of the action to your compu- 
ter screen in another TV tie-in 

Teams play against one another 
m five events and the computer 
calls on each country in turn to 
compete against the clock - a 
horizontal par in the status area 
shows the time remaining m the 
current game The computer acts 
as 'master of ceremonies', updat- 
ing the scoreboard as necessary, 
calling teams into the arena to 
attempt events, and playing for 
countries that have not been allo- 
cated to a human player. A 
marathon game is played by all the 
countries and the computer 
chooses when a team should 
Compete in this sixth event, 

Fun with food inmates the con- 
test in Flying Flans, played in a 
room divided by a wall- The com- 
puter controls a pair of flan-flin- 
gars who use a see-saw on the left 
of the screen to propel flans inlo 
the air. You coniroi a waiter on the 
other side of I he wall and the aim 
is to catch the airborne puds by 
moving the waiter so they land on 
his tray. As flans are dropped, the 
floor gets slippery and the waiter 
starts to lose his footing 

Then it's from the dining room to 



the desert for Harlem Hoppers. 
Bails are rotted down a camel's 
back zooming over ihe hump 
before shooting into the air as they 
leave ihe camel 'a tail. The contes- 
tant has to run and catch I he balls. 
but is a it ached to a strong piece of 
elastic anchored to the left of the 
screen which restricts movement. 
To make life a little more awkward, 
the wound had been well gr eased. 

Members of your learn are all at 
sea tor Titanic Drop. Tney are 
standing on the bow ol a ship and 
take it in turns to use a pulley and 
slide down an angled rope. To 
score points they must let go of 
the rope at the right moment and 
land in the middle of one of four 
rubber rings floating in the water. 

Dref of Worms sees your 
character dressed in a chicken 
suit, romping around a green field 
pecking at worms that peek 
through the grass. Worms must be 
collected and placed in a container 
at the foot ol the scret" 

The final event pEsces you. in 
competition with a Computer con- 
trolled runner on a split-screen 
horizontally -scrolling obstacle 
course Walts, water troughs and 
giant rolling balls have to be 
negotiated and speed kept up by 
frantic key pounding or joystick 
waggling. 

in the marathon, Bronte Bash. 
you are a crane operator control- 
ling a ton weight which moves 
•ntaliy along the sky above a 
row Ol trapdoors The weight is 
dropped by pressing and holding 
fire, and every so often a dinosaur 



Catch th# Han* frjrJrtfl through rh*> ttr on rh* trmy. ft y&u mi**, 
it won't hatt make a mes*. He—rtf * 



Another one of those good old game mil about people gettms 
horribly Krf>f. Ho~ho~ho 



pops his head out of a trapdoor 
selected at random. The idea is lo 
bop the monster on the head 
before it disappears. As the game 
progresses the dinosaurs get can- 
nier, remaining above ground for 
shorter and shorter periods Of 
limp 



CRITICISM 



# "This really is the pits. The 
gameplay is about as compel- 
ling as watching paint dry- The 
graphics are awful; there's lots 
of colour clash and the charac- 
ters are badly drawn and jtp.il- 
lingiy animated. The sound 1$ 
also below average - there are 
no tunes and the effects are 
dodgy. I'd keep well away f rom 
this if I was you. Nobody 
deserves to waste their money 
on dross like this.' 1 

SEN 

• 'Than* goodness OCEAN 

< made a complete hash of 
this game - but it still isn't that 
good I reckon the graphics are 




fairly well done -each screen con- 
tains loads of colour. At least the 
events are like the stupid things 
that happened in that awlui TV 
programme. The sound Is very 
poor, and doesn't add any atmos- 
phere - Where's Sluart Hall's idio- 
tic cackling? J feel that the game is 
too short to be any lun playing, and 
the events don t involve much 
work to gel any kind of score tt's 
a Knockout may appeal to the 
younger market, but most people 
wilt hnd it very shadow and bor- 
"jg" 

PAUL 

• "Well. Games without Frontiers 
(Jeux Sans Frontiers) by Peter 
Gabriel is definitely Ihe song to 
play this lo. There are major drlfei- 
ences between record, TV prog- 
ramme, and game The record is 
superb- The TV programme was 
bearable. The game ts dire The 
feel of the game is decidedly 
dodgy - it doesn't respond to the 
controls consistently, and when 
you add ii all up there's not much 
depth 10 U s A Knockout. Occam's 
effort is pretty grim - and I can't 
understand why Lhe company that 
managed lo turn out decent simu- 
lations like the two Daley 
Thompson games should produce 
this " 

MIKE 



COMMENTS 



Control keys: Q-P up; A-ENTER 
down. CAPS. C. N left; Z. V. M 
riohl.X. B.SYM SHIFT fire 
Joystick: Kempston, 
Interface 2 

Use of colour a bit garish 
Graphics: weak animation; unin- 
spired 

Sound: bhppy spot effects 
Skill levels: one 
Screens; seven 
General rating: A poor multi- 
event game - occam would have 
done better to have applied some 
of ihe skills that lay behind the 
Datey Thompson games 



Presentation 


71% 


Graphics 


43% 


PI ay ability 


38% 


Addict iveness 


36% 


Value for money 


33% 


Overall 


39% 






DONKEY KONG 



Producer: Ocean 
Retail Price: E7.95 
Author: Sentient Software 

Some three years after the 
tint Kong games appeared, 
and alter Iwq attempts at 
Kong games themselves ocean 
Nave now released an officially 
licensed version of the Nintendo 
arcade game Donkey Kong. 

a damsel is in extreme distress 
- she's been captured by a mad 
goofla who has scurried mto a 
partly completed building with her. 
Enter Mario the carpenter, fescuer 
of lair damsels Mario has to make 
his way up four sections of the 
building, using (adders, ramps arid 
hits while the enraged monkey 
rains missies down on his head. 

Mario earns points m several 
ways. Leaping over the missiles 
Kong hurts at him adds to the 
score, and lumping several mis- 
siles at once is particularly reward- 
ing. Hammers can be collected 
which allow the hero to stop jump 
■ng and start pulvensing projec- 
tiles lor extra points - bu" 
power only lasts lor a while, Some 
objects can be collected, and yeiid 
points when Mario picks them up. 
F maiiy , a bonus meter at the top of 
the screen ticks down as Mario 
dailies on the way, and the points 
remaining on the C^OCk when a 

sheet rs completed are added to 
the overall score. 
Kong's Slock of weapons never 

runs out. The objects he hurls all 
obey the laws of gravity, bouncing 
along the platforms and skittering 
down ladders. If Mario touches a 
le he loses one of his three 



lives. Care has to be taken when 
using ladders or leaping a irundl- 
mgpfOjeclileas M af»o can touch a 
missile moving along a higher piri- 
form while avoiding another on the 
current platform to make mailer s 
more complicated for the heroic 
carpenter, semi -intelligent fire- 
balls move around the screen 
oblivious to the calls oi gravity - 
they can move left and right and 
up and down ladders 

On Ihe first screen Mario has to 
contend wilh rolling barrels, on the 
second he is faced with deadly 
pies and conveyor belts white lifts 
and bouncing nasties appear on 
the third sheet. In the final confron- 
tation with Kong on the fourth 
screen. Mano has to dodge ram- 
pant fireballs white removing rivets 
from ihe network of girders. When 
the nvets are removed the insane 
monkey falls and Mario gets the 
girl , , until Kong recovers and 
the whole process starts over 
ageinJ 



CRITICISM 



•> " So why are ocean releasing a 
conversion from an arcade 
machine that 's as old as the hills 
- and wasn't really much good 
in its day? The thing that really 
confuses me is that they've 
done a Kong lookalike already, 
weird ? The game is without a 
doubt the best Kong game 
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Donkey Kono tMrriom the hmpttr** heroine up th* scaffolding 
to his pc.tr ch on level on* 



around, but that's not really say- 
ing much. The gameplay is a lit- 
tle more difficult than on the 
iircjde machine, but it's not very 
compelling so I couldn't really 
be bothered to complete it. The 
graphics and sound are about 
average for this type of gamei 
nothing remarkable. On the 
whole I feel that this would be 
better as a budget game, or even 
as a freebie on the back of one 
of ocean's better titles, but not 
as a full -price game. " 

BEN 

• "Sff fate folks' Js thts a licence 
that ocean haven't used, or do 
they really think that ihts will set 
the software industry alight? I 



Mario climbs to CJt* third girder on hi* uray up Utvml on* 




wasn't expecting much from this 
because the game is very tad and 
oui dated. The graphics are badty 
drawn and move at a very slow 
pace. I didn't find anything in Don- 
key Kong that made mo jump 
about with etecitemottt. It's not the 
pfogramm&s ' fault that the game 
is bad. if is ;usf rhar ocean have 
released ti at least two years too 
lat&." 



9 'This is strange indeed! How 
come ocean are releasing a game 
like Donkey Hong, which is only a 
souped-up version of their earlier 
Kong? The original was renowned 
for its bugs, but l his one at least 
seems to be free of them - and I 
should think so after all this time 1 
Why anyone would want a conver- 
sion of an arcade machine that's 
been around for I don't how many 
years b a mystery to me. but then 
again, if you're one of the dedi- 
cated fol lowers (mere must be one 
of you, somewhere?) then this is 
about as close as you're going to 
gel to the original on the Spec- 
r.-iirrt." 



COMMENTS 



Control keys: redeemable: up. 
down, left, ngni, jump 
Joystick: Kempston. Cursor. 
Interlace 2 

Use of colour: garish and simple 
Graphics: simplistic with 
unsophisticated animation 
Sound: unremarkable tune and 
effects 

Skill levels: one 
Screens: four 

General rating : A competent con- 
version of an an c lent arcade game 



Presentation 


92% 


Graphics 


54% 


Payability 


53% 


Addictive qualities 


49% 


Value for money 


4?% 


Overall 


48% 
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FOOTBALLER 
OF THE YEAR 



Producer: Gremlin 
Graphics 

Retail Price: £7,96 
Author: The Gremlin Team 



This football strategy/simula- 
tion began life as a design 
for a traditional boardgame 
offered to oasuuh some white 
ago. Now it appears as a compu- 
ter-only entertainment. You are 
sweet seventeen and want to be a 
top footballer. At the start of your 
career you have £5,000 in cash, 10 
goal cards' and a pair of reasona- 
bry talented feet. Your ultimate aim 
is to become Footballer Of The 
Year and attend the prestigious 
award ceremony. 

The first decision you make is 
which Division to play in - there 
are five skill levels available, rap- 



but it coats money to attract the 
attention of a scout - and a trans- 
fer request isn't always success- 
ful Prices range from just £2.000 
to El 0,000 a go, A question mark 
icon conceals 'incident Cards', 
which cost £200 a t»me and oper- 
ate rather like "Chance' cards m i 
game of Monopoly - money can 
be won or lost, transfers obtained 
and extra goal cards collected by 
buying a bit of lL>ck {which isn't 
always good}. 

It things are going very badly, 
and the proverbial parrot looks so 
unwell thai recovery is unlikely , the 
game can be abandoned by 
selecting the 'injured player' Icon. 
There's also the facility to save a 
game to tape, via the lape icon, if 
building a career looks likely lo 
Span several long sessions. 

The icon in the centre of the con- 
trol screen -a football boot - leads 




WeilBrimn. Iivsttluck W boor out and there it was, in tha bach 
■fttfflH 



resented by the lour English Divi- 
sions and an international Super 
League. Goal cards are more 
expensive in the higher Divisions, 
and as they are traded for shots at 
goal, the number of goal cards you 
can afford has a bearing on your 
performance as a player. 

The game is Icon-driven from 
the main control menu, Accessing 
the globe icon reveals ihe perfor- 
mance of the team that is paying 
your wages - the number of goals 
scored, the team's morale and 
progress in the various competi- 
tions are revealed The footballer 
icon leads to the reporf on ihe 
player's personal achievements: 
status pomis, the league played in 
end weekly earnings are shown on 
bar charts. A general rating is also 
given which summarises the foot- 
baller s overall skill level An Icon 
in the form of a scroll enables the 
player to attempt to gain a transfer, 
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to the football pitch, Selecting it 
reveals ihe player's financial 
reserves and oners the chance to 
buy fun her Goal Cards. The com- 
puter chooses the match to be 
played, and decides the number 
of snots at goal which the star will 
get if a Goal Card is cashed in - 
one, two or three shots are allowed 
and part of tha strategy of the 
game lies in using the available 
Goal Cards to beat effeci. 

A mini arcade sequence follows 
i n which the piayer gets lo ahool at 
the goalmouth after positioning 
the bait Sometimes a couple of 
defenders romp towards the ball, 
and if a shot isn't taken before they 
tackle the opportunity is lost. The 
goalie does his best to save each 
shot, and once the attempts at 
goal are over the match ends and 
a teleprinter types up the result 
before control returns to the main 
icon screen. 



From time lo time, random 
events {taken from ihe selection of 
incident cards) effect the player's 
career. As the would-be footbal- 
ling star improves his skills and 
earns more money, ihe financial 
impact of injuhes and other misfor- 
tunes is increased - but appear- 
ance fees and racecourse win- 
nings increase too. 

Early in the game, the player has 
to choose an international side to 
play for, and once skill levels have 
been built up the star footballer is 
called upon to represent the cho- 
sen country in international 
friendlies - all useful goal-scoring 
opportunities that might influence 
tha judges at the end of the year' 

When the season ends, a report 
on progress 15 prepared and 
teams may be promoted or rele- 
gated Talented players may find a 
transfer deal . Finally, the 
shortlist of candidates for the ulti- 
mate accolade is presented and 
the judges sit in decision . 
Could you become Footballer Of 
The Year? 



CRITICISM 



•" This isn't a bad tittle game at 
all. Okay, so perhaps it won't 
appeal to your out-and-out 
arcade freak, but it certainty 
Isn't dull. Graphically there is 
nothing here that Is eyebrow- 
raising, but ell in all it's quite 
neat. Icons, charts and the Ilka 
are all well drawn, and the 
arcade sequence is adequate. 
The sound is dull - a lunette at 
tha start and a few minimal 
effects are all you get I don't see 
myself playing this forever, but 
it'll certainly keep ma amused 
for a couple of lunchtimes. 



• " What a strange game qaemuh 
have come up with here, I cant 
say that I've seen anything quite 
Hke it be/ore, arthough it's similar 
to Football Manager - without 
requiring the same thought (if you 
see what I mean). It is easy to see 



The main icon-centr o/(4f«f menu screen, where- the campaign 
to became FOOTBALLER OF TH£ YEAR begins in #*r»Hl 



past ihe smart exterior of Footbal- 
ler Of The Year - tf's realty fust a tot 
of cute little sections, none of 
which are amazingly good or 
dominant. My favourite section is 
when you get the chance to shoot 
st goaf -butt soon found even f his 
a lotto too easy. This ts a race td&a 
out whether yov'fi find yourself 
playing it again and again is a diffe- 
rent matter - I found it started to 
get tedious after a while- ' " 

PAUL 

#" This game has some rues 
screens with colour used well, 
especially on the menu. The foot- 
ball sequence is not vary good - 
the goalie has not been animated 
very well and the defenders move 
In very bad diagonals- The arcade 
section doesn't require a lot of 
skill. There's a large element of 
chance as well as strategy, and 
skill is needed when it comes to 
Jugging with all the variables and 
coping with financial decisions. 
The presentation fails down a bit: 
screen messages someli mes flash 
up too quickly to read and the 
Computer bleeps at Odd times. 
Maybe this game win only appeal 
to the real football fanatic. " 



COMMENTS 



Control keys: Q left. Wright, Pip, 

L down, SPACE fire 

Joystick: Kempston, Cursor, 

Interfaced 

Use of colour colourful icons, lit" 

tie elsewhere 

Graphics: nothing special 

Sound: mediocre 

Skill levels: five 

Screens: seven 

General rating: Reasonably good 

tun, bui a tittle too easy 



rraaantation 


69% 


Graphics 


66% 


Payability 


73% 


Addictive qualities 


67% 


Value for money 


69% 


Overall 


68% 





The Final Challenge 













Launching soon on: 

Spectrum £7.95 

Amstrad, Commodore tape £8.95 

Amstrad, Commodore disc £14.95 



For mail order enquiries please write to: 

NMC Limited, PO Box 67 
London SW 1 1 IBS 
or call on 01-228 6730 



THE SUBSCRI 
QUEEN STRIKE 

START THE NEW YEAR WITH A CRASH SUB- 
SCRIPTION AND COLLECT A COUPLE OF 
FIREBIRD GAMES OR A DUSTCOVER TO 
KEEP YOUR SPECTRUM SNUG AND COSY 



Guru Denis* has been working the old m.aj;ic over (hi- Christmas 
break - she** been daring away over b*r hot subscription^ aimpu- 
(er while you've been overdosing on Turkey and Mince Pica. She's 
Invoked the power of the MYSTICAL SUBSCRIBER NUMBER 
once again, and it's back with a vengeance. 

Fancy getting jour copies of CRASH before your friends who 
have lo trudge down to the shops Id aJJ weathers? Well, buy i 
MYSTICAL SUBSCRIBER NUMBER for £15.00 end Guru I) will 
make sure you get a copy of CRASH every month for twelve 
months. It'll com* through the post tastefully wrapped in a 
polylhrne cover which bears your own PERSONALISED !Same 
and Address label, and H abould save that tedious journey to the 
shops every four weeks. Beat your friends lo reading CRASH! 
Amaze (hem by saying "I got MY copy of CRASH days ago" when 
Ibey start leUins you about the games we've reviewed in the latest 
Issue. Save Shoeleatbcr! 



And apart from the twelve consecutive copies of CRASH, '. 
will also allow you to pick a couple of the FIREBIRD games that 
appear on these pages. She'll ask Auntie Aggie (o send them to you 
in their very own JifTvhag the moment she receives your order. 
Alternatively, you could opt for a heavy -duty black n> km dust cover 
to beep your computer snug, warm and safe from the ravages of 
dust, fallout and teastains. It's embla/>>ji.M h ith a tasteful CRASH 
Logo so everyone knows you read THE RIGHT MAGAZINE! The 
choke is up to you. 

Donl forget, yo*r MYSTICAL SUBSCRIBER NUMBER 
allows you to save money whenever you order goods from CRASH 
MaUOrder . . . A discount of 50p Is given on any item not already 
subject to a special offer if you can quote a valid MYSTICAL 
SUBSCRIBER MMHr K on the CRASH Mall Order form. For 
instance, if you bought three names that cost more than £20 In total 
you'd be eligible for the the usual g LOO discount, plus an extra 
£1.50 Subscriber's discount - making an overall saving of £2.50! 



LIST 4 



wmv 





DRUID 

la rwoniMr SMASH In Which you 
90% Overall- 



The latest re*eaa* from FIREBIRD, 
written by the team that brought 
you GYRON. An all-action game 
that us** v*ctor graphics and puts 
you In th* cockpit of a craft that Is 
(tying through the labryrrthin* cor- 
ridor* of a hive of alien creatures. 
Your mission: to doatroy th* alien 
Queen. Can you aunrtvo? Reviewed 
In Oils wary issue, HIVE collected an 
overall rating Of 7B% 



1 
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THE BEST OF 
BEYOND 

TWa four-game compilation mu*t 
rank as on* of th* moat powerful 
compendium* ever produced. fnriU 
to tiw icon~drivan action ei 
SHADOWFI RE, th*n tuseia wtth the 
Big Bad Zoff again in th* sequel, 
ENIGMA FORGE. Mike Singleton's 
ilMilr, DQOMDARK's rav*nga 
atao appear*, aupported by an 
audio vataton of the story. And taat, 
but not least, you get SORDERON'S 
| SHADOW. Hour* of entartali NMM 
|ne ahead of you 



HEARTLAND 

"*»<* plunge* youtartok book 

SJ^^tSl?*** *•**•« th* 
•vw demon Mldaa and th* oa»i 

C&L^ N *^SSrk?SJr?u? 
H2^ Wi " •"* «"«* page* of 

"Wtroy the bad ones. A SMASH 

Learn fti^ffi* 1 k* 4 **' "EART. 
LAND collected 02% overall 



TION 
AGAIN! 




A gam* i**. 4-__ 
*»•"* trCSS *H u> be 



BOMBSCARE 

Nasty alien* hawe planted a 
rn aee tve bomb on • apace 
stetkw that orbrte tha planet 
Neptune. If a mat to axptode 
In 490 aeconde and rt It goaa 
up, the space atatton and the 
planet will ba blasted to 
a mfl JNf oene . A fllmatton- 
stytagama kn which you con- 
trot a bomb dl apoa et drotd 
that co B a c to d 74% Overall. 




THE HAPPIEST 
DAYS OF YOUR 
LIFE 



Are you one of the q*obI» 
22*1** tor Watty Week? 
"** r*o more - FIREBIRD 
programmer Martin Sher- 
teck haa captured the apM 
•n^^offta Watty ad«n- 
n»aajri into romp around a 

_™ ,,tad «*»o* In which you . 

J aim to prove row Innocence. 

■Innocence? The haadmaatar 

I J<*™* P*u**a toaan ootng a J 

I B«w for piSa^aolvara and 
[mappen^ rated 64% Overall. 



OLtl AND LISSA 



An ovarbaanVtS f"** 1 *** 

plana to *Mp an ■ncterrt^*" 
Kto^SteteeJwJ^H. 

tna Yank** buyer. TTw i °rf: 
™tolntT*c**tewarrtto 

lESrTmefrr^wW*"** 
(getting * yourway... 1 
Iptetform *■**"* 
ladverrtura won TC% 



DEAR GURU DENISE 

b<PtywialUwiwia<lnJypawdttefcfcaafca«aato 



H I'd like you to antor my MM Into your computer and allocate ma 
aMYSTJCAL SUBSCRIBER NUMBER (or recharge my number, ea 
I'm already * eubecriber). I Hve In the lfnited Kingdom, to anctoaa ■ 
cheque/postal order for E 15.00 (£22.00 for Europaan people) made 
payable to " Nawanatd PubHcatlona Ltd "and would like my naw sub- 
scription, to start from 
Issue Ho ■■ ■ ■ ■ ■■■■■..■■ . ... ... .. ■■■■■■■■.,■■ ..,..»...,.....■ ■, i . .. .... . i . , i 

I raaeae that you have to receive to** form before 4* Fabruary Jf my 
now aubacrto ttof i la to atort wfth l e e u e 38. 

E| I'm alraady m owner of a MYSTICAL SUBSCRIBER NUMBER and 
a vary healthy, rd still like to choose two gamaa though, ao I'v* 
filled In tha right bit* this form and hava mada out a cheque/postal 
ordar for GB.00 payable to" Newsftekl PubMcattan* Ltd". 
My MYSTICAL SUBSCRIBER NUMBER IS: 



NAME 



ADDRESS 



POSTCODE 



WIWW HI1 H aWH»P" «""»"'m"i 



llllIUUlUUIIllilJIIMl 



r> would lika to receive tha fosowing gam es (one from 
and ona from GROUP B): 



GROUP A 



GROUP A 



GROUP B 



S'd H ka a cosy blac k dustcovar f or nry compute* emblazoned wHh 
l CRASH logo In stunning bl ua. I'va ringed tha nama Of tha 
computer I own in tha list below: 



48K Rubber keyed 



4&KPUJS 



12BK 



12WKPLUS 
TWO 



I understand that It would bo si Hy to try and cram two cassettes or a 
dusteover into the individually addressed polythene wrapper that will 
accompany my first copy of CRASH. I'll be looking out for tha Jinybag 
containing my games thai should arrive within 28 days of you receiving 
my order. 

This offer it subject to availability. Sand tha com- 
pleted form to 

GURU DENISE, CRASH SUBSCRIPTIONS, PO BOX 
10, LUDLOW, SHROPSHIRE, SYS 1 DB 



PLEASE DEBIT MY VISA/ ACCESS ACCOUNT £ 

I wish to pay by Visa/ Access (delete as applicable! 



Exptry Date 




Pteeae Charge Ivy Account N 

«■■■■!■ 1 



Name 



db 



Card Holder's Address 



Postcode 
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SPECTRUM AMSTRAD 

£7.95 £8.95 




SUPER CYCLE 



Producer: US Gold/Epyx 
Retail Price: £7,95 
Author: Ian Weatherburn 



Super Cycle is Ihe game 
which gives you the chance 
to control a finely-Tuned 
750cc racing machine, In (Set you 
cart have your own race track in 
your from room , as im finally give 
Spectrum owners the opportunity 
to compete in the dangerous sport 
of open road racing without 
danger to life and limb. 

Choose which of the ihree levels 
you want to compete at and wait 
with bated breath for the flag to go 
down , . . and you're off. Change 
up through the gears until you 
reach top speed. Don't he misled 
by the apparent ease of the first 
straight - bends appear out of 
nowhere. 

The objective of the game is to 
race Ihe course and complete it 
wrthin a specified time limit. Falling 
off. crashing or having a blow-out 
wastes time. If the course is com- 
pleted witnm the bme limit, then 
il's on to the nest track. Fail, and 
the game is over and it's time to 
start again. 

The screen Is split between a 
view of the race track and ihe 
instrument panel of the bike, The 
track shows the road , bits of scen- 
ery and the other competitors. The 
tower half ot the display shows the 
speedometer, rev counter and 
gears. Three lights in the centre of 
the display show which gear 
you're currently m, Pushing for 
ward on the joystick and pressing 
fire changes up a gear - reverse 
the process to change down. 

As in a real open road race. 
natural hazards have to be con- 
tended wrth. Other nders some- 
times get in your way - they must 



be avoided or gently bumped out 
of the way. In the later levels, ice, 
water, oil- slicks and even lamp 
posts provide obstacles which 
must be negotiated if you're to gel 
bach to the pits in one piece. Look 
out for bonus flags which appear 
on the track, fluttering happily in 
Ihe wind - hitting one bumps up 
the score. 

The courses don't fallow a 
straight line: tortuous bends can 
take a rider by surprise, but to help 
out, road signs indicate which way 
the road rs to lum next and rt's then 
up to the rider to react in time to 
compensate lor the bend. 

A high-score table records the 
good scores of the day. Your 
nder's score is also displayed Oh 
the dashboard throughout the 
game, along with the time remain- 
ing until the end of the race. 

Tf you complete all the courses 
on a skill level then a chequered 
flag appears against your score - 
no-one opens the champagne in 
your honour though 



CRITICISM 



# " I was expecting a realty 
good game from us ooto here. 
as Super Cycle on the C64 was 
absolutely brilliant. Unfortu- 
nately rt has been badly con- 
verted and has lost out consid- 
erably, in normal racing games 
you can see tho corners and 
bends coming up - in this 
there's an arrow on the side of 
the road so you know when to 
turn (tacky isn't it?). The colli- 
sion detection Is abysmal - you 
cant go anywhere near the bar- 
riers without crashing and if you 



Ha*a> forth* off, thm thrmm bik+r* tin* upmlongaldn #ach otttwr 




Rttdy 



onnn 




Vrrreoooooom'- Round tho c o rner mt br+jtttn+ck spr-rd - but 
Cmm '» going tohmv* toaotm*i*rtUH to cmtch th* rwale*dert 



time It right you can zoom 
straight through the other riders 
on the track without even 
wobbling. I couldn't recommend 
this when there are old bike rac- 
ing games around at the 
moment for three quid that put it 
to shame . " 

BEN 




t> " Although at first sight this 
might seem a weit designed game, 
ft isn't. The collision routines are a 
bit tffy. as aw the controls: you can 
crash info an obstacle whan you 
are nowhere naar it, (and drive 
through othar motorbikes} and the 
bike stops dead sometimes at the 
start of each race. Most of the 
races are too easy by far. and the 
only way <haf you gat kitted is by 
tatting asleep white ptaytng -which 
could quite easily happen, This is 
not the best racing game that / Ve 
played, and definitely not the most 
reattstic It mil sell wet), but I don't 
think rt is worm the money. 



• " Oh, wow. The Commodore 
version (oops, l was to*d not to 
mention that} is probably the best 



race game ever wntl en. The Spec- 
trum version is bad by compari- 
son. In its own right it is reasona- 
ble, but it's spoJH by lots of bugs 
(no gear change round comers, 
being able to wrap around the 
screen when cornering, and soon} 
and the fact that it is far too easy to 
play, On the OTHER version, you 
could get a very challenging game 
on the first level, and run the risk of 
getting knocked Oft. On the Spec- 
trum version, I made it easily {ahh, 
modesty 1 ) through the first half- 
dozen levats (and more) without 
failing oti once. As far as being 
sufficiently realistic to warrant 
insurance, as ihe advert claims. 
then thai is plainly ridiculous 
Overall, Super Cycle comes a long 
way behind the best Spectrum 
racer, and is not a game I would 
recommend. "' 



COMMENTS 



Control keys: Z tett, X right, D 

decelerate, R accelerate, 5 Fire 

Joystick: Kempston. Cursor. 

tntarfBoaS 

Use of colour only two colours on 

main part of screen, but good 

nevertheless 

Graphics: good, well-defined 

characters and some good 

backgrounds 

Sound: little more than engine 

noise 

Skill levels; three 

Screens: a scrolling tracks 

General rating: A disappointingly 

poor racing game 



Presentation 


82% 


Graphics 


75% 


Payability 


84% 


Addictive qualities 


52% 


Value for money 


61% 


Overall 


83% 
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SHAO-LIN'S ROAD 




really laying into them now 



Producer: The Edge 
Retail Price: C7.95 
Author: Mike Leaman 



Shao-Un a Road is the official' 
conversion of the arcade fol- 
low -up to Yte At Kung Fu 
Yte Ar Kung Fu II has nothing to do 
with H0***i*'3 Sequel to Yie Ar 
Kung Fu. 

Yie At Kung Fu'$ hero - lee - 
has Finally mastered the not-so- 
subtle an oi 'Chin's Shao-bn'. 
Havmg completed his studies, he 
hasten to travel the world in search 
of adventure. And what an adven- 
ture he has found! Trapped within 
a temple crammed full of hostile 
wamors called Tnads. he thanks 
his shuoken stars that he took the 
time to perfect his martial art. 
otherwise he reefly would be in 
deep trouble- Usmg the skills he 
has learned over the years, Lee 
kicks and cast spells to rid the 
temple of his enemies. Only when 
this task is completed can he leave 
the temple and continue his jour* 

The Temple contains platforms 
along which Lee's opponents 
scamper, do-nig their best to dis- 
pose Of the intruder- Lee Springs 
from ptenorm to platform deliver- 
ing his punches and kicks, con- 
demning his foes to oblivion- A 
damage meter at the top of the 
screen keeps track of ihe blows 
that Lee takes, flicking from 'one' 
to 'two', then to 'three 1 and finally 
to ' out '. Being courried ' out " costs 
our hero one of his three lives. 

Apart from being a bit of an 
expert with the old Chm's Shao- 
UrT, Lee can also summon magic 
to help him against the enemy. A 
magic baft rises from the dead 
bodies of Lee's vanquished oppo- 
nents - if he manages to catch a 
ball, Lee temporarily assumes its 
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iwvr of rHiigic bhnttmfi flush. Me 



magical powers and can use ri as 
a weapon for a while Magic balls 
have different uses - for instance 
large balls can be rolled along and 
flung out like a yo-yo to tumbfe the 
Triads, knocking them off the plat- 
forms to their deaths, white flying 
balls of fire can be shot out along 
the platform, killing large numbers 
of the opposition. 

Most of the Triads can be 
despatched with one kick or hit, 
but on each level there is one Triad 
who is super mean. Mere hits and 
kicks have no effect on this guy for 
even gal in some of the laier 
levels!), Lee has to wait until he is 
imbued with suitable magic pow- 
ers before he can kill off the super 
baddies. Whan Lee manages to kill 
,i Super Tnad a large bonus is 
samed- 

Ordinary Tnads sent to their 
doom are worth 200 points apiece, 
and destroying other objects (such 
as large vases and odd skimmers) 
also adds to Lee's score In true 
arcade style the players score and 
the current high -score are dis- 
played at the top of the screen, 



CRITICISM 



• " Shao -Lin's Road Is yet 
another arcade conversion that 
has gone slightly wrong Okay, 
SO I didn't really like the arcade 
version, hut this does it no jus* 
Hoe at all. The graphics leave a 
lot to be desired: the characters 
are badfy drawn and they tend 
to Jerk around the screen. Also, 
the backgrounds are a bit com- 
plex, causing quite a mess when 
the characters move around. 
The sound Isn't at all bad - 
there's a lovely tune on the trbe 
screen and a few decent effects 




scattered throughout the game, 
However, I'd onty buy this rf I was 
really desperate for a beat em 
up. ■' 



%" If this is the follow up to Vie Ar 
Kung Fu, then what is Yie Ar Kung 
Fu II the follow up to? As with allot 
the edge s products, the graphics 
are the first things that strike you. 
The characters are reasonably 
sued and instantly recognisable. 
The backgrounds ere very weH 
drawn, although I thought the sec- 
ond stage coiour scheme could 
have been better. One minor qutb- 
ble is that when yoo finish you have 
to fa-setoct your control method. 
Despite thus, t found Shao-Lm's 
Road to be a vary playable follow 
tip. and I'm sure it should please 
'bash and thump ' fans. " 

PAUL 

t> " This ts very like K&i Temple. 
out the main difference is that you 
can almost enjoy playing this one. 
The graphics are okayftsnj, and the 
tile tune is passable- However, as 
tar as ptayability is concemod it's 
a wee off iffy. From what I've seen 



L*o put oriental boot in to Holllbte opposition *t the *t*n of 
level ■one 



the original version wasn't much 
batter, but then that's the choice 
of the edoe. I didn't find this game 
very playable or very addictive, " 



COMMENTS 



Control keys: definable: up. 
down, left, right, fire 
Joystick: Kempston, Interface 2 
Use of colour: lots of colour clash 
Graphics: some good detail 
Sound: oriental tune at the begin* 
mng and spot effects throughout 
Skill levels: one 
Screens: live 

General rating: Official follow up 
it may be, but this has turned out 
to be a disappointing sequel to Yte 
At Kung Fu , 



Presentation 


77% 


Graphics 


69% 


Ptoyability . 


66% 


Addictive qualities 


67% 


Value for money 


66% 


Overall 


67% 
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YIE AR KUNG FU II 



Producer: Imagine 
Retail Price: £7,95 
Author: Julian Horn 

When immhe bought the 
licences for a collection 
of kohww games, they 
acquired rights to some MSX tiles 
which haven't appeared in the 
arcades, including Yie Ar Kung Fu 
ft 

The story follows on from wber e 
yie Ar Kufig Fu left off. It is twenty 
year* since Lee (the original hero) 
managed to almost wipe out the 
Chop Suey Gang. Bui as late 
would have it. one member sur- 
vived and managed to re-build the 
empire of evil. This villain now calls 
htmserf Vie Gah Emperor, and sur- 
rounded by his seven warlords 
end iheir retainers, he has spread 
htt evil ways throughout China 
Following in the great t amity tradi- 
tion. Lee a son - aptly named Lee 
Young - has vowed to overcome 
the fast member of this nasty gang, 
and to wipe out everything thai Yie 
G;ih Empara has Malta 

Lee's father has taught him well 
m the art of Kung Fu. Lee Young 
can perform all manner of moves 
against his opponents, including 
high and low Kicks. He can also 
move right or left and jump or duck 
if necessary, and hurl weapons 
collected during his adventure. 

Lee Young also has a few tncks 
up hts sleeve to add to his reper- 
toire of Kung Fu moves. When he 
destroys a complete formation of 
midget attackers he is awarded a 
tea leal. Five of these tea leaves 
are enough to make a cup of OO- 
Long Tea, which injects Lee Young 
with a new supply of energy, and 
up to itvee cups of OO-Long tea 
can be made and drunk in one 
game. 

Another useful pick-me-up is 
Lea's Chow Mem Noodle Power. 
After disposing of an opponent. 
Lee can hunt for a bowl of Chow 



Mam. Having eaten, Lee becomes 
temporartty invincible (the border 
turns blue to indicate this, and 
returns to its original colour when 
the effects have worn off). 

Lee Young must fight his way 
past eight of the Yie Gah 
Emperors attendants, A three- 
screen attack wave of midget nas- 
ties precedes a screen containing 
an Evil Warlord who has to be 
defeated in un-armed combat 
before the next section can be 
attempted. Two bars at the top of 
the screen are used to display the 
combatants' energy reserves, or 
Ki. Ki is reduced when a blow or 
weapon hits home and if the Kr- 
rneter reaches zero Lee Young 
(oees one of his three lives - extra 
lives are awarded al 20.000 and 
50.000 points, 

The game can be played by one 
or two players in one -player mode 
you compete against the compu- 
ter, which assumes the roles of the 
Warlords. In competrtion with a 
human opponent, you have to 
decide who Is to control Lee 
Young and who is going to fight 
with ine Warlords before starting a 
three- bout conlest 

Anyone for a cup of tea? 



CRITICISM 



• '♦ Yie ar Kung Fu II la ths worst 
beat "em up that I've saen In 
ages Many people will buy H for 
Ha name, but the game behind 
the name isn't up to much. The 
gaffWptey is extremely tiresome 
and easy - if you can't get round 
all the levels on your first couple 
of goes then I'm afraid it's back 
to the Gameschoo! for you! The 
graphics are poor badly ani- 
mated characters and boring 
backdrops are all you get. There 
hi nothing here thai I'd pay 



{,*# Young get* to grip* vrittt thm EvtiWirford lurking on Stmgtr 
i Oct VICAR KUHQ FU It 



money for. Buy it In haste and 
regret at /Our leisure! " 



This doesn't deserve to be 
a toHow-up JO Yie Ar Kung 
Fu. The first game was a chal- 
lenge, but this is very boring and 
easy to play, It's too easy to get 
through and involves no thought 
at all. On my first game I got 
straight through t o fe ve> 1 without 
any hassle from any of the bad- 
dies' The mam character's anima- 
tion is very good, but it seems a htt 
wasted as fhere Isn't much else 
happening. The use of cotou/ <s 
quite good and the backgrounds 
add a touch of depth on some 
levels. But atas, good colour does 
not make a good game -pull your- 
self together imagine " 



• ■* Yawnl This game is severely 
bormg, I clocked the scorelme on 
my first attempt, I mean, the origi- 
nal was easy, but this is taking 
things too far, It strikes me that the 
game does not have an accepta- 
ble le'ei ol difficulty it rm able to 
complete something ridiculous 
like 1 7 stages at a f«st attempt, rt 
MAO** have had this play- tasted, 
then there"s something seriously 
wrong with their team; if not - why 



not? At the usual immune price, this 
is very poor value for money. Mot a 
game I would recommend, espe- 
cially to people who expected a 
good loHow up. " 



COMMENTS 



Control keys: Player One - U up. 

M down. K right, H left, L tee; 

Player Two - W up , X down, D 

nght. A left. F fire; P pause, ENTER 

re-start 

Joystick: Kemosion, Cursor, 

Interface 2 

Use of colour un -subtle 

Graphics; poor characters and 

scenery, Jots ot nicker 

Sound: occasional spot effects 

Skill levels: one 

Screens; 32 

General rating; A mediocre 

attempt at rekindling the beat em 

up flame 



Presentation 


72% 


Graphics 


66% 


Payability 


S7% 


Addictive qualities 


46% 


Value for money 


46% 


Overall 


46% 
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PACKED +m QEMLHNC FEATURES to 
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ACROJET 



Producer : US Gold 

Retail Price: C8.95 
Author: Mlcroprose 

E — ver wanted to be a stunt 
pilot? Weil here's your 
chance, courtesy of i*cw- 
hon - the simulator specialist 
Up "lit no*, the company's efforts 
have been confined to the Com- 
modore, hut at last - starting with 
Aerojet - l hey 've begun the pro- 
cess of converting their titles to the 
Spectrum. 

Aerojet contains tan events 
which can be played by one to four 
players, and these involve rtytng a 
BD5J Aerojet around, through, 
under and over a series of obsta- 
cles. There is also a design-it- 
yourserl section, where two or 
more opponents can design 
courses and tasks for each other, 
and then judge each other's per- 
formances. 

The first event, TH£ PYLON 
RACE, consists of racing around 
four pylons as quickly as possible, 
and then executing a successful 
landing. Event two rs a SLALOM 
race which involves the same four 
pylons, this time flown in a figure 
otght'. The next event is the RIB- 
BON CUT where you use I he pi one 
to break two ribbons suspended 
al 150 feet, Aher that comes the 
INVERTED RIBBON CUT - the 
same stunt town with the plane 
inverted. Event five is the RIBBON 
ROLL: two hbbons are suspended 
m a row - the aim is to fry under 
one and then executes a complete 
roll before going under the next 
nbben. That is followed by the 
UNDER RIBBON RACE; this Is a 
slalom course where three ribbons 
have to be flown under in sequ- 
ence. The seventh event is en 
UNDER RIBBON LOOP: Ihe plane 
goes under the ribbon, pertormsa 
ioop, passes over the ribbon 
inverted, and than d es c ends the 
back half ot the loop to pass under 



the ribbon again. The next event 
practices SPOT LANDINGS: the 
ptlot flies up to 2 , 000 feet , and then 
lands on the runway as close as 
possible to a marked spot. This is 
followed by FLAME-OUT LAND- 
INGS, which is s similar stunt, per- 
formed wihout the use of engines. 
Fmalry there's the fancy CUBAN 
EIGHT. This con&sts of a half-loop 
over one ribbon, followed by a 
bail -rail, and another naif-loop to 
go under another nbbon before 
finally finishing with another half- 
roll to go under the first nobon 
once more. 

At the beginning, a pilot can 
decide on how severe the weather 
is going to be, and what perfor- 
mance he Is likely to get from Ns 
jet- Sluggish performance is help- 
ful to beginners, but tor the experi- 
enced pilot, real-time perfor- 
mance helps with some of ihe trie - 
kier slunts. 

The screen gives a 'behind the 
plane' view of the Acroiat. This 
shows the jets bank and climb, as 
well as giving some indication of 
height by use of a shadow. The 
view can be switched to the sides 
or the rear - useful for lining up the 
let with the runway, or for checking 
that an obstacle has been passed . 

An instrument panel below the 
main view contains a series ot 
read-outs. A compass gives your 
heading while an altimeter and 
vertical velocity indicator indicate 
height and show whether the jet is 

$)tng u p or down . A display shows 
e event which the (et is perform- 
ing and revests the obstacles to be 
negotiated and the jet's position. 
An artificial horizon gives the pilot 
an idea of his attitude, and indi- 
cators monitor the status of wheel 
brakes, sir brakes and the under- 
carriage as well as revealing the 
amount of flaps in use. 

The throttle has settings bet- 
ween 55 and 1 10 per cent thrust. 
Engine power above 85 per cent 




In tttm ribbon -tuf went, a crmmh it imminent 



causes the engine to overheat. 
The engines fail W they run above 
650 degrees for too long, or break 
down immediately if the tempera- 
ture rises above 7Q0i 



Banking over tttemnway, it look* ■■ 'f Ac* l#n»p*r»pn 
Caarte ron Fwttf ir about la itmll hi* plan* 



CRITICISM 



• " I can't really say that Aerojet 
appeals to me; then again flight 
simulations usually don't unless 
there is a good bit of blasting 
involved. The game is techni- 
cally quite good - the plane is 
very manoeuvrable, so it is quite 
easy to complete the first couple 
of events (once you've waded 
through the huge instruction 
page). The graphics are quite a 
■tap forward for a flight 
simulator - you can actually see 
your plane on screen. This is 
very good as simulators go, but 
I'd only recommend It ff you are 
welt Into this sort of game. " 



• " ' loved Aerojet from the first 
time that t picked up the joystick 
The graphics are/ Biny simple wire- 
frame objects, but the way that 
fhey react to the realistic move- 
ments of your plane is vary impres- 




sive. The BD5J Aerojet performs 
baauttfuiiy, and rs very responsive 
ro frantic joystick movements -as 
when trying to putt out of 'oops 
without hitting the ground. The 
menu options am easy to use and 
well presented. I to ved Aerojet and 
touY*iitvaryadattw.a/thc4jgha& 
people seem to be wary of flight 
simulators I tee/ that it may not gat 
the success H deserves, 

Met 

• "Aerojet is a very good 
sim ulator. Maybe it doesn't reek of 
accuracy, but it Sure rs playable' 
Some (indeed most 1 ) of this type ol 
game are very boring and unrealis- 
tic - or ridiculously accurate and 
very unplayable. Aerojet has a 
reasonable share of both types 
problems and advantages. The 
graphics ere quite good, and the 
rear view gives a nicer sense of 
High I than the normal cockpit view , 
It sounds daft, but there you are! 
The amount and variety of tasks 
makes this most addictive. 
Despue not being very original, 
Aerojet is one of the best flight 
simulators so far. " 



COMMENTS 



Control keys: 6 left, 7 right. 8 
down, 9 up, fire. G decrease 
ifirusl. with a range of individual 
keys used to access other func- 
tions 
Joystick: Interface 2 

Use of colour: excellent 
Graphics; good Sound: minimal 
Skill levels: four 
Screens: fen events 
General rating: An entertaining 
flight simulator, competently pro- 
duced 



Preaentation 


83% 


Graphics 


74% | 


Play ability 


82% 


Addictive qualities 


83% 


Value for money 


79% 


Overatl 


83% 



Maw you can experience 
the World's Greatest Sporting Challenge. 
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Nt«\ Epyx l)rin^ you their most oulsUindmy* sports 
simulation to dale - World ^it 



tiny ih-w events from around 
ilk- to the full." 
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Spectrum in October, Amstrad in November, Commodore 64 in December. 
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software getting harder . 
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Spectrum 48K 

Atari, Amstrad 

Coming soon on MSX 
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Software Ltd., 1 Orange Street, Sheffield S1 4DW. Tel: (0742) 755796 




Another year begins. Qurte naturally, people's minds turn to wonder- 
ing what H will bring - and the letters 1 received for this month's 
FORUM reflected this speculation, I'm hoping for better games, a 
rite, and a more impressive crop of runner beans. I might be able tg 
do something about the beans . . . 



TIE-INS LEAD TO STRANGULATION? 



DeerUoyd 

Recently the software industry has 
gontseM into slight spot Reaasing 
the diff »cuily of producing ongmaJ 
games, people have decided to 
program games based on films, 
which are often very poor. Stiil 
more o* me games we buy today 
are arcade cor versions These 
games are being made taster than 
new arcade machines, so the 
licence tees wMi go up. leaving less 
money to spend on developing the 
game. Companies which don 1 get 
the rights win decide they'll do 
another version, and produce a 
similar game. Where does this 
leave us* in a position where most 
of the boxes on the shelves con- 
tain arcade games. Nmj, comics 
and so on. 

Looking away from ail (ha 
glamour, you see a different box. 
You doni recognise ma thi* Oh 
well, better took m CRASH. Sur- 
prise Burpnsal It s actuafty diffe- 
rent, and it snows! Effort has bean 
spent on the game, by a program- 
mar/team who thought of the idea. 



and they have produced en excel- 
■ertt game in aonrarenimouiu. irva 
type of product wW nearly always 
come from a smaller company 

Having said this , all the sales are 
in the "seen the film, read the book, 
heard the music' games and the 
software houses wil pursue this 



The original games always 
come from the smaller rximpenies, 
who do their level besl to bong out 
a game which is different. If more 
drrrerent games and less film 
games were brought out, the con- 
sumer would probably change his 
attitude. 

Chick, Nunthorpe, 



Roy Glbeonor canvas is 
annoyed by licence see's that take 
money away from (he program- 
ming budget - his views were 
reported in the feature on bottom 
DcaiOHa m the Christmas Spec**/. 
Without doubt, them hews been 
a significant number of poor 
games hiding behind famous 



TAKEN TO THE LIMIT? 



OswUoyd 

Surety now the Spectrum has 
reached its limits. What advances 
have been made over the last nine 
months or so? The best games 
then were Tan Ceti, Zotds and 
Dymmtrp Dan, along with 
Sweevos World Now what are 
iney? 

Ughttorce. Dan Dare and Dyna- 
mite Oan Iff Virtually nothing has 
developed m the graphics depart- 
ment. Sura, the colour in Lrght- 
ftjrce is ternfic, but doesn't it slow 
the gamepray down a teeny weeny 
bit Dan oin also has great 
graphics, but so do Dynamite Dan 
and, Monty on the Run. and 
they're wofl over a year ofd 

The sound has also improved 8 



Utile bit. Back m late 85 early 86 
the best music belonged in my 
Opinion to Starquake arid good old 
Dynamite Dan. Now I hat accolade 
belongs to Pmg Pong, but not by 
much 

John Logue, Huduersfietd, West 
Yorks 

i wonder ft vDuwtii tee) thesameat 
the end of '98/, John t hope not 
There's plenty of room teff tot 
improvement m game design, and 
although the limits of the Spec- 
trum ought to be finite, some prog- 
rammers seem tomanagg to push 
trie kmits that Wffe bit further wifh 
each successive game 

LM 



names - and qurte a few are 
renewed this issue. But the tad 
remains friar a tor of people DQbvy 
He-ins. and as tar as the software 
pubi'Shers are concerned, Spend- 
ing money on a licence worts. 
Sales are boosted, and if its an 
arcade conversion thought 
doesn't have to go into designing 
a game and scenario 

Smaller co mpanies, who 
perhaps cant afford the level of 
in v e st ment teoxared to enter the 
licensing arena, are stiii producing 
original games. Fortunately 
there's no shortage of program- 
ming talent tor them to draw on, 
Generally, if the first consideration 
in a software publisher's mind is 
the game, ttw end product ts much 
better. 

And not all henns are rubbish - 
Top Gun for instance the prog- 
rammers behind Cobra also didan 
excellent job- There's nothing 
wrong with adding value tOS game 
by acq uiri ng a Hceooe, pr o v i din g 
that's the way yougoabout ft. Sat 
tmg a townee on the mtay and bo* 
and 'giving away' a game must, 
ultimately, harm the industry. 

Fdf jtour weM-ptaced advice to 
software houses, I've decided to 
award you this month's £20 of 
software. 



POKEs DEBATE 
CONTINUES 

Dear Lloyd 

After reading Mark Langtey's let- 
ter (issue 35) m which he defends 
the publishing of POKEs, I fed I 
must contribute to this debate. 

This first argument was thai If 
we didn't print POKEs Hannah 
Smith wouldn't have a job. Weil, if 
we didn't shoot people gun- mak- 
ers would be out of a job but that 
doesn't make ft nghi. 

When a quality gams is written. 
the programmer fries to strike a 
balance between the game being 
loo easy or loo difficult to com- 
plete This means that trie player 
must come across stages in the 
game when it appears impossible 
(or el least nearly impossible) to 
progress any further, ft is at times 
like this when the 'Jerk' Mark refers 
to who has just bought a new 
game, will be tempted to use the 
POKE he noticed in CRASH. II te 
not until he has used the POKE 



that he reaii&es the game has 
become too easy and his money 
has been wasted. 

Also spare a thought for the 
programmer whose game has 
been ruined by a POKE because h 
is no longer being prayed the way 
he wanted it to be. I'm sure prog- 
rammers care about such things 

I can see thai some people 
might spend ages stuck in the 
same position in a game, and I 
;hmk gameplay tips are accepta- 
ble in this esse because they can 
get someone going again without 
alien ng the physics Of the prog- 
ram. However. I do not think you 
Should prim any POKES in your 
magazine iust to sell a few more 
copies. Completing a game your- 
self beats cheating any day. 
Richard Ysodafl, UchfleJd, 
Staffs 

rmscnyRichafxt.butit'suptothe 
individual to decide whether or not 
to use a POKE that is pnnted. I 
doubt that programmers any all 
that upset by the POKEs we print 
- maybe a programmer or two 
would like to voice opinion? 



CHRISTMAS 
CHEER 

I Dear Lloyd 

istic. mformalive. nostalgic, 
colourful, roily, professional. Hvely 
and compulsive. What am I talking 
about 7 Oh yes, the CRASH Christ ■ 
mas Special. For two quid, you 
can't get anything near as 
still haven't finished tea 
Your LOOKBACK ON 1986 and 
the TECH NICHE special on little 
red homes, were particularly good. 
A few bum noles though - lor 
instance lh« ounrii 
competition: one picture was up- 
stoo down (a bit too much Christ- 
mas Spirit up in Art I expect J and 
Iho CRASH readers awards - why 
should we put ZZAPf Readers 
Awards on the envelope' 7 
Jason Pritchard, Helper, Derby* 
shire 

PPS Antrojsestabkshmerv 

tartsnrsm - stick that m LMLWD" 

(Had you liked it Jason Art has 
been chastised it already >s 

LM 
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NICE GRAPHICS, 

SHAME ABOUT THE GAME 



Deaf Lloyd 

I have |usl read FORUM m the 

Christmas Special issue of 

CRASH and decided finafty to put 

SWtth corona Enterprise keys to 

paper. 

I read the tetter criticising trie 
CRASH reviews with mieresl. and 
I wish to preseni my point ol view. 
It seems to me thai for a game to 
achieve the much sough) after 
of CRASH Smash there just 
have to be signs ol effort from the 
programmer, such ,v% rate 
graphics, attention to detail m the 
graphics or plot or accuracy or 
rules in a Simulation. Although 
those qualities may be desirable in 
a game, surety ri is the contents of 
the plot and the garneptay I hat are 
more important I would lend to 
agree with H demons that a large 
number ol Smashes are not worth 
the rulings and the hard-earned 
scarce commodity called money 
lhat we spend on them 

This is because after the initial 
eftoci cr eatcd by ihe n»ce scenario 
and Ihe stunning or original 
g r ap hi c* has worn oli and the 
humour has worn dry. Ihe actual 
game thai you play is very boring 
and unoriginal 

1 think that you will Itnd that 
games such as Football Manager. 
despite the stick graphics and the 
-."A basic programming 
techniques used, the Jack of atten- 
tion to detail and the complete 
absence of any lorm of humour at 
■fl are still piajred and enjoyed by 
many today This is because the 
idea is 'tjn and the game ts 
immensely addictive. I have never 
played Head Coach before, bul if 
it is anything like as addictnro as 



Football Manager it should get a 
favourable review, despite the 
inaccuracy in the rutes and poor 
graphics 

Mosi CRASH Smashes today 
are severe cases ol "Nice 
graphics, shame about the game', 
particularry the 3D games which, 
Since Krwrpnt Lore have never realty 
broken any new ground and have 
all been very dull and boring 
despite the vast variety of ptols 
and scenarios and initially different 
graphics Wh.it we need are 
games that will not become boring 
once you have completed them 
Games that have satisfied this 
requirement have been Football 
Manager, the Mdnrgrtrouo. and of 
the sports simulations I have 
enjoyed Match Day m particular. 
Srarqujtfco holds the title of the 
mosi compelling arcade adven- 
ture on the market 

Bui that rs not all that I can gripe 
about I would also like to comp- 
lain about the other ratings, as well 
as the overall Why are they always 
consislenlly similar'' Take Ghosts 
n ' Goblins lor example. All of the 
ratings were within 7% of each 
other, Tha «s the case for most 
reviews, but what realty annoyed 
me was the 92% for graphics II 
did not really deserve more than 
about 75% in this department 
When you compare the graphics 
to many others around, they are 
certainly not amongst the best, hi 
a system where the overall is nol 
an average ol ihe other marks 
there is no excuse for this. 

If a game deserves 70% for 
graphics, 80% for getting started 
or 75% for value lor money whilst 
getting 96% Overall, then the 



SOUNDING OFF 



rUoyd 

I do not know about you. but I think 
I am not atone when I say 1 am »ok 
■nd tired of hearing Oh I ready like 
Gauntlet ri the arcade'. I think rt ra 
rather agister, in feet, thai in many 
pots taken In compuier 
msrjsrlnm one ol the more 
automatic questions like 'What's 
your favourite TV programme' is 
often replaced wrth the question. 
'What's your favourite Arcade 
game', and III name name*: 
TOUft SINCLAIR September 
issue, feature on arcade conver- 
sions'; YS January issua/Chnat- 
mas special Questi o n s asked to 
people at the October M<? otaa 
("Oh. I bke going down the arcade 
and I hke playing Gauntlet and so 

or.1 

I think you w» find it disturbing 
that a percentage Of ail these 
people may be the sort who stay in 
the Arcade whenever they can 
(usually they say: 'Wei there's 
nothing better to do is there?') It rs 
rather pathetic that some young 
people can find nothing arse to do. 

ft they spend so much time at 
the 'arcade down the road', you 
may wonder where they gat ail 
that money from. M leave ft up to 
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you to make your own concknton 
to this... 

If they are addicted to arcade 
games, then you can bet they will 
also be addicted to the much more 
sinister side of the Amusement 
Arcade, that is the flashing rights 
and bleeps Of the Fruit Machine. I 
think magazines should do every 
Ihing they can do against the 
scourge of the arcades, and Us 
addicts, 

I am sure thai the reason for this 
'Growth' is the arrival of the 
Arcade Conversion Marry other 
people wiH join me saying that 
most arcade games are very bed 
■ndeed, and make no contribution 
to the advances of games technol- 
ogy whatsoever (two oh the top ol 
my head are Kung-Fu Master and 
CfragonsLaar) 

Apart from the quality of some 
Of the am conversions, hardly 
any arcade conversions are any 
good Most of the best game ideas 
for the Spectrum are made up by 
software houses and the* games 
de sig ners, not grant corporations, 
who do not have limits of 4BK 
RAM, 7 colours and sad sound. 
Probably the beat games for a long 
time have been produced by a 



reviewers should award the marks 
that the game deserves. Despite 
these crrhctsma l stiN believe that 
ihe CRASH reviews, if not the 
reviewers, are the best of any 
magazine on Ihe market. Keep up 
the good work. 

J.-m.ith<sn Rrnokfi Hiqhq.iln. 

London 



REVIEWS 



Herr Lloyd 

1 am writing m response to the 
Nick demons letler m Issue 36 
of ihe nol-50-Chnslmasay edition 
of this magazine. I completely dis- 
agree wrth htm m respect to your 
ruviews always being wrong. 

Obviously some people won't 
like some games, but that rs the 
reason why there are three com- 
mentators who can express (hew 
own opinion on a game, thus pro- 
viding the reader wrth three diffe- 
rent opinionS- 

Whiie we're on the subject of the 
Nick Clemens better, 1 do think a 
huge mistake was made on 
Smashing Winter Games, which 
was unattractive and very boring 
Otherwise Ihe reviews are good 
and I compliment the team. 
Paul Wicks. Reading. Berks 

f fsewhere m this FOFHJM Mr Cte- 
mons gets the chance to refine hes 
argument - ft appears it was the 
reviewers he w& tinting hts attack 
at, not tho reviews themselves. 

LM 



company thai has avoided 
licences - imaoouaon . look at 
£Jrre, and more recently, the stun- 
ning Star Glider 

Reviews of the better arcade 
conversions only Serve to encour- 
age gambler s and addicts. By tar 
the wont culprit is CAVG. wrth its 
almost grotesque portrayal/ 
glamorising ol arcade games, n a 
special arcade game review sec- 
tion. 

Just as a footnote. I think I am 
right in saying the average reader 
age of magazines such as CRASH 
and c&VGis 14/15. Magazines 
like C4VG conveniently forget 
that, except in seaside arcades, it 
is idegal lor anyone under 16 to go 
into an arcade, I think you will 
agree that arcade addiction 
sttoutd not be encouraged any. 
where, whether In your new ycung 
peoples" magazine or in any 
grown-ups magazine or publics- 
I ton However, coverage of arcade 
games only a ppears in magazines 
with readers of 14 o? 15 or 
younger 
Tom Evans, London 

roe, wrier oo otnar raaoers raw 
about the mltuanoa of the arcades 
on ihe Youth of Today? 

LM 




Dear Lloyd 

I've got something to say which 
has bean on my mind tor soma 
lime now. There Bra SO 
games r all i e d which are very 
good Orify one thing often lacks: 
the sound. What would you 
expect from a 46K Spectrum?', I 
hear you say. 

Well , it there are tunas like those 
from Ping Pong, and vfecfron to 
name but two. why can't every 
game have such good tunes? 

One moment software houses 
make excellent tunes, the other 
moment H'S a lot of crap Why 
can't they keep up their music- 
standard? I own a 1 2BK and I can't 
make tunes Hke Ping Pong&wn 
with my sound chip. 

And where are the 'Games 
Music' packages for the t?SK 
machine? 

Anyway. I've made a tuna/ 
sound FX Top Ten of my software 
I think that f, 2, 3 and * are very 
difficult to beat. The rest is nice 
and I m sure there are better ones, 
but I don t have them. So here it is, 

1 Vectton 

2 Ping Pong 

3 Fairikjht 
J Micky 

5 Max Headroom 

6 AfcofYasod 

7 Knight Rider 

8 Equinox 

9 Pyracunse 

1 Heavy on the Magtck 

Does anyone disagree with me? 
Frank Bouts, Holland 

Af last Spectrum sound comes 
into its own wrth the advent of the 
Spectrum Plus Two. Considering 
the limitations posed by the 
B££Par. then have been some 
excellent mutti-ch&rmei simula- 
tions and sound definitary adds to 
a game. Maybe we should start a 
Sound Chart tor people to add 
their votes to Frank s? 

LM 



REAL PLONKERS 

Dear Lloyd 

I disagree wrth R C Fortune in the 
Christmas issue Any game on the 
Spectrum should be reviewed, no 
metier how cruel or twmanc it is 
Also C&VG are real plonkers rl Ihey 
thnk ihe graphics doservn 0. I 
though! they were very good They 
probably condemned the gama as 
soon as they received t as they 
considered rt a ternbis Hung 1o do 
like Mr Fortune did. What about 
these poor detanc ak i ss aliens 
plodding around a screen when 
suddenly a lightning bolt shoots up 
their posterior? {Very painful I'm 
sura) 

' it '4 not the same "l hear you c-ry 
Oay tien, if isn't but you have 
boxing and mamal arts games m 
which you punch and kick the hell 
out of someone I mean amewcmw 
probably odn't mean to offend 
anyone - they just wanted to bnng 
out a game inaf putted m some 
cash It's a sports amutolion: as 
simple as Hurt, it isn't meant to he 
real lite, just as many games Stan I 
supposed io be So HC Fortune. 
GftVG and anyone else Irke them 
just give wiicmii break eh 1 
EHKn unvnii niiitMiTnvn-MVai 
Wore* 

i stiff clan f agree *iin the sport ' ol 
tmHttghfrng 

LM 
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MORE THAN JUST A SIMULATION 

BIG RGHTSPEC1AL 

Largest moving characters ever seen 
on a home computer 

5 exiting backgrounds 

6 directional smooth scrolling 
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BONE PICKING 

Dear Lloyd 

l have a very large bone to pick 
with you. Well, it's riot all your laull 
But (I'll get straight to the poini) lor 
just 35 more pages In the Christ- 
mas CRASH you're charging 
£1,95. Wed that s what ri seems 
but it's far too datt Now, noting 
that CRASH contains issue of 
LM thai is said in the advert to 
be tree with CRASH Christmas 
Special , it seems very very likeSy 
thai you are Charging people: 
1 J The normal C1 lor CRASH 

2) I5p extra for 32 pages more 

3) 80p For a so-called free' 
magazine 

One and Two era acceptable, but 
as far as I am concerned CRASH is 
getting a little loo expensive, 
Besides. CRASH is a computer 
magazine - it's not a Youth 



BEMOANING 

MOANER 

MOANS 

Dear Sir/S»ress 

I fee) compelled to wnte to you In 
the light of recent comments made 
m the FORUM along the lines of 
tail anyone with any complaint 
that we don't need their com- 
ments'- This kind of philosophy is 
warped to say the least , and (hose 
correspondents responsible seem 
lo be unaware of the fact mat a 
forum IS a place for discussion, 
and thai each individual is entitled 
lo his or her point of view. What is 
more, the readers whose '■news 
differ irorn some of the more con- 
troversial ideas which appear on 
your pages tend only to say ' I thm* 
thai Vaienie/ConrKw (remember 
fum?yTony Bridge is a bit of a bas- 
tard 1 , and almost invariably fail lo 
support their comments with any 
convincing or logical argumi 

Or perhaps it is I he case thai this 
particular form of moaner doesn't 
have the vocabulary to express 
sentimenls without resorting to 
abuse? I trust that this letter will 
find its way mlo the FQflUM aiong 
with the Other (mainly) |unk that 
normally gets printed, as having a 
go at moaners seems to be a cur- 
rently trendy thing to do- Who 
knows? 

B Andrews, Crtessington. 
rev 

I've always maintained that cnfi- 
osm, which may be good or bad. 
shotM always beconstructive and 
supported by some degree of log- 
ical comment. Abuse on Hs own 
may be satisfying to hurl but 
unless it is backed up by some 
supporting arguments it is largely 
without value. 

I'm always interested to receive 
readers' v>ews pn Me, computers 
and ma whole Specfnjm world 
and do what I can to encourage 
debate m these pages. 

Junk indeed. You see. you've 
fust fallen into your own trap Mr 
Andrews' 



Magazine. I hope next year's ed>- 

lion at Christmas is much cheaper. 

Richard Oobbs, Cleemorpes 

The CRASH Cnnstmas Special 
has become a on of a tradition - 
we always try to pack it with com- 
petitions and Special features as 
weft as providing some form of gift. 
We ran into a little bit of cnf idsm 
last year far charging Ct. 95 tor I9B 
pages - our printers can only cope 
wttha t9€ page magazme- so giv- 
ing away another 80 pages in the 
form of a completely separate 
magazine th& year seemed like a 
good Klea. 

The increased price is for one 
issue onty t but the November and 
December issues are also § bit 
larger Sony you felt a bit miffed 
Richard, What did the rest of you 
think about the new magazine that 
bears my initials? 

LM 
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DOUBLEPLUS 

GOOD 



Dear Lloyd 

I am phased to be abtar to say that 
I am an owner of the new t28K 
Plus 2 iwouid|ust like to put some 
people sUaKjhl about this machine 
becausal got the feeling thai you 
don't want anyone lo get it; you 
almost put me off, 

I would like to say that not only 
does it took good, but arso acts it 
I know thai the rewind on the tape 
recorder is a On stow, but il i 
the best one thai I have had '• 
don't know how you can say thai 
lines go across Iho colour TV set 
\t they do L can 'I see them 1 

All m all this is it « best computer 
that I have ever had. 

OavktCUtlDrd.Te]lord 

No-one tn CRASH Towers has got 
is* (he Ptus Two. 
uevie we nad a lew reservations 
about n, not least that companies 
seemed a Mte reluctant to pro- 
duce software specifically tor the 
i?& machine. We mentioned that 
the newSmciair/Amstrad machine 
found itself in & bit of a chicken 
and egg situation', with com* 
parties waiting tc see now we'l trie 
computer sold before producing 
games, and people waiting for 
game* to tv rataaeed before buy 
mg the computer. Over the past 
few months some excellent 
sortw&e tor the 126 computer has 
been released, and apart from a 
tew problems with the on-board 
datacorder. the Plus Two is too** 
ing set for success. 

As tor the TV problem, as Simon 
Goodwin explained m ha review, 
me morJutofor oWri t work too welt 
on the very early versions of the 
machine. This has now been 
sorted out. 

LM 



HIGH SPEEDSERVICE 



Dear (Joy d 

I am writing to you, nol lo complain 
but to compliment you on your 
excellent postal service. 

On Friday the 1 4th of November, 
1 received a package frorrvjhe 
postman. I hurriedly opened the 
package to lind it contained a 
CRASH hat andT Shirt- What's 
this'' ' I said.' I haven't won a com- 
petition' 1 1 opened the letter when 
accompanied the package and 
mad it 

' Congrat ulat ions on being a run- 
ner-up in me Adventure Chart fea- 
ture in CRASH magazine 1 ' il read, 

I rushed upstairs and got out the 
past few editions of CRASH, Just 
as I thought , my name's not in any 
of them I said sad ly. ' Must be a 
mistake,". 

The following day - ihe 1 5th - 
my CRASH arrived - Issue 35 - 
which comes m several days early , 
as I am a subscriber. I quickly tore 
open ihe thoughtfully sealed bag 
and turned to the chart pages. 
There it was: my name, I was a run- 
ner-up! 

So lhank you for the fiat andT 



Shirt CRASH is tneoest Spectrum 

Magazine ever as they deliver the 

prizes lo the competitions before 

the magazines verifying the 

results! 

Brian Netlson, Petersburg 

Mrdria 

PS i also won the Cnnstmas ques- 
tionnaire - Ihe hat you puH the 
names out of must like me 1 " 

One or two competition winners m 
the past may not agree with you 
Brian - there have been a few 
morneors of panic when prizes got 
lost on their way to winners or 
companies lost lists of winners. 
But we've asked Auntie Julie to 
take over as Competitions Secret- 
ary arid she spends alt her time 
chasing people up. solving prob- 
lems and making sure wtnnersget 
their prizes, it looks iike she's 
excelled herself m your case I'll 
pass your letter of thanks on to her 
Reading it w& probably make a 
pleasant change from dealing exc- 
lusively with problems 

LM 
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UNFAIR! oooooooo 



DearLM 

I was recently down at Ihe Newsa- 
gent s when I saw a SINCLAIR 
USER. I opened it as I was a bit 
bored (very bored in fact!) and I 
saw a review of a game I had been 
waiting lor (or months It was 
Space Homer and I saw thai il got 
a 5 star SINCLAIR USER CLAS- 
SIC. After seeing this I thought 
WOW* and I eagerly sent otl lor the 
game from tun , After a couple of 
weeks the game arrived I quickly 
loaded: ii in to my humble Spec- 
trum and I thought this is the best 
shoot em up on the Spectrum I 
just couldn't believe I he speed, 

A couple of days later CRASH 
came through my door. I was just 
looking ihrough n and I saw a nor- 
ma! review of what looked like a 
normal game hut when 1 looked 
closer I saw the words SPACE 
HARRIER written on the top of the 
page and the general rating: A near 
miss. What are you saying? This is 



the best game out 1 
Mark Edward*. Hedclifle Bay. 

Bristol 

One or two other people, including 
Sieve Wilcox of tun. thought that 
the CRASH reviewers had boon a 
bit harsh on Space Harrier. The 
'Doc Miirtened One ' has already 
taken them to task, but they insist 
that then ratings stand, saying that 
somehow, there's not that much 
of a game there. The promise that 
the game showed when if came in 
tot preview somehow dWrrT 
mafenaiTisc into a game worthy of 
a SMASH it seems. Reviews are 
always going to be a matter of 
oprrvon - and we're tar from m t$M ■ 
We, Look at the Match Day con- 
troversy for tnstartce. 

What do other people think 
about our ratings for Space Har- 
rier ? Were the CRASH reviewers 
wrong'? 



DEALING WITH DELAY 



Dear Lloyd 

Having read several letters along 
the hr.es ol the SfreetfiawfcrTT 
Races saga, I felt that isoum 
oe*au* deserve praise for the way 
they went about advertising their 
new game Scaiextttc. tot the 
Spectrum. 
Av idly reading last year's Christ- 



page 1 16 that there was an advert 
for urjsvnc ocmus, with a table 
snowing games out, and games 
due for release (with dato shown). 
Now, being a Scalentnc" tan. I 
was keen to discover that the 
game was due (or release on 
January 22nd 1986, 

Unfortunately, the game d 
amve On the Shelves and there 
were no adverts to be seen in any 
of ihe magazines I buy. Attar throe 
months I gave up hope of hearing 
anything more about the game 
and spent the £10,00 on some- 
thing else. 

Reading Issue 35. I turn to 
PLAViNG TIPS and on page 76 I 



see an advert for Scalextnc on the 
Spectrum 

Leisure oemus obviously 
decided that the original date set 
(or release was a irtile optimsuc. 
So they stopped advertising a 
game that dtdn ' I exist and concen- 
trated on getting it finished [hope- 
fully to the standard of a SMASH) 



And there s a preview of Scale*) r it 
tatet on in this very magazine, Gor- 
don, 

it *s a refreshing change to see a 
company hold tire on advertising 
whan a game u obviously going to 
be stgmftcemty delayed - but m 
most cases mvotviog delayed 
releases companies probably (eel 
their game is going to suffer a smalt 
delay rather than be hefd up tot 
ages The temptation to contmue 
advertising until the nvnorproblem 
is overcome « great, and when 
another ttttle problem crops 

UP 

LM 



KUNG FU KOIMFUSION! 



Dear Lloyd 

While flicking through Issue 35 of 
CRASH I saw an advert, on page 
102 for Vie Ar Kung fu tl from 
imaojme Carrying on a little furl her 
through the magazine I saw on 
page T 23 another advert for ' Shao 
Lrn's Road - The follow up lo Yie 
Ar Kung FW Horn tmi edge 

feeling a Irttle confused I turned 
back to the first advert and 
realised that the sequel to Vile Ar 
Kung Fu is being marketed, ot at 
least advertised by two different 
software houses - ft* not and 



Which Company has komami 
given the rights for the follow uptO 
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ELMENTARY 

DearUoyd 

Whilst reading issue No, 35. an 
alarming thought came 10 my 
mmd PiesSe reassure me is the 
new magazine l_M going to be 
another magazine, arid nothing 
whatsoever to do with CRASH 
itself or is it, fl hope not) going lo 
replace CRASH? No more CRASH 
after Christmas' 1 ' Please tell me 
these are two different magazines . 
CRASH has been gang lor three 
years now (HAPPY BIRTHDAY), 
and we, the readers LOVE this 
name as well as what it represents , 
it's become a symbol, and we 
warn io keep it as rt is CRASH 

GThibaudeau, London 



Yie Ar Kung Ftff 

Richard Hawkins, Woking, 

Surrey 

It's quite straightforward really 
raohard The official licence to pro- 
duce a conversion of the arcade 
sequel to Vie Ar Kung Fu went to 
rue edge who have released Shao 
Lin's Road. Shao Un's Road was 
the segue/ to Yie Ar Kung Fu in the 
arcades. Immune, on the gttoet 
hand, have effectively published 
another version of game they pro- 
duced under their licence, which 
was for the conversion of Yie Ar 
KungFu LM 



t hope you agree that nothing can 
replace CRASH. 

Fern not' LJW ta a completely 
separate magazine, put together 
by a completely separate team, as 
you should have spotted from the 
Chhstmas Special. Welt, ainght 
then. I otter a little help and so do 
Oil and Gordon from 'up in Ad', 
but otherwise they 're on their own 
as far as CRASH ts concerned, tt 
you see what I mean . . , 

In case you need any more 
proof, check your newsagents on 
28th January You should find 
Issue f Of LM on sale than, a 
whole week after this issue of 
CRASH went (or should that be 
goes?} on sate. 




MEANING? 

Dear Uoyd You realty shoufdn'i be 
so touchy - or was it jusi the pres- 
sure ol the Christmas Special? I'm 
referring to my letter you printed in 
the Christmas edition, My com- 
ment was gust a generalisation 
when I said the reviews are always 
wrong*. II I thought every Single 
review in every issue was a load of 
rubbish - which I think you thoughl 
- do you really think I would carry 
on getting Ihe magazine? 

tout second cnticat point was 
thai I went on to say that the 
reviews were very good 
never sakf Ihe reviews were bad i 
said the REVIEWERS are bad. 
There is a difference. The reviews 
are very good with detail and com - 
rnents and plenty of screen shots 
and so on. 

I hope you gel ihe idea? 
Nick C lemons, Wolston, 
Warwickshire 

Me, touchy? I stttt don't think you 
can make a generalisation which 
includes the word 'always'. 

As of this month you can start 
directing your comments to indi- 
vidual reviewers - they're admit- 
ting to who they are. Maybe you'd 
like to take up the issue with mdi- 
vtduat reviewers? 

LM 



IHCORRE cr 

ART 

Dear Uoyd 

I am not a regular r under oi your 
magazine but T ieei I must point out 
a grave error m your CRASH Com- 
petition for Shao Lin's RoatJ (issue 
35. December 1 966! 

The figures depicted m the 
drawing are not Kung Fu fighters 
1 but Karate fighters They are wear- 1 
ing Karate suits and are perform- 
ing movements that are more 
Karate-like than Kung Fu-bka. 

1$ there thai much ol a differ- 
ence^ Yes. there a a huge differ- 
ence; KungFu and Karate are 
definitely not the same an 
Declan Chellar, University 
College Dublin Sheo-lin Club, 
Dublin 

Ah. As a regular reader you might 
have spotted a tar more serous 
problem m the November Issue - 
mere weren't arty differences' But 
that 's alt sortedout now. tan Craig, 
who drew the pictures, tells me 
that he wasn't aware that there 
- ttcant differences bat' 
7-fjn and Karate - but 
then he's not the Martial sort of 
Artist Trust mat's a* cleared MP 
now. 

LM 




REVIEW RANT 



Dear Lloyd 

I am writing this letter to you so 
that you cart inform me about your 
Rating Headings at the end of the 
reviews The two headings ( ask 
about are Ihe USE OF COMPU 
TEH end GETTING STARTED 

The earliest issue of CRASH I 
have Is Issue 4 and there it said 
something like USE OF COMPU- 
TW /W good the keyboard pos- 
itions are, it they are responsive 
etc, but kx*tng in the latest issue 
Of CRASH (Issue 35). I notice that 
Or What has definable Keys, any 
joystick, and they keys are respon- 
sive - it gets 41% Then look at 
Urtdtum - no redefmaWe Keys, 
only Kempskn compatible and 
keyboard play ,s not too easy, and 
itgels 8S% for USE OF COMPU- 
TER Why? 

GETTING STARTED m issue 4 
it says. Are instructions dear, pac- 
kaging good, and loading good. 
Look at Obttwon - Tne game 
needs hardly any instructions as 
the game is basic: one reviewer 
says, "The packaging is excel- 
lent" and it only get 58%. Another 
why? 

On a slight I v different note, who 
are your Software Rev lowers^ And 
why are there still no indications to 
who are reviewing the games? 
Both ZZAP' and AMTIX let! you, SO 
WHY DOM 7 YOU?' 



Stephen Coby , Haiesworth, 
Suffolk 

As of this month, we do Stephen, 
Ben, Pauisnd Mike are ait 'sign- 
ing' thek reviews, You'll also 
notice that the ratings system has 
been revamped a litth bit - the 
GETTING STARTED and USE OF 
COMPUTER ratings (which 
haven't ever been the major con- 
afderations when arming at an 
overall rating) are no longer used - 
the reviewers decided that PRE- 
SENTATION was more relevant 
nowadays. They raohsed that USE 
Of COMPUTER and GETTING 
STARTED percentages weren't 
bemg used to the best effect and 
ten that those two ratings were a 
bit outdated. In the early days, 
when the option to define keys 
was unheard of and keyboard 
response so vahabte, they were 
much more important. 

There's a tuff explanation of the 
new way of working somewhere 
around Page 14 of this very issue. 
I still maintain that you cart 
attach too much importance to 
percentages - it's the written critt> 
asms that really tell you about a 
game. The percentages are only 
there as a quick summary of the 
reviewers ' opinions. 

LM 



I HI- \SS(KI\II1)I XAM1NIM; KOAKI) 
fur the General t rrtifii ;itt- (if Kdiiaitioti 

Januan K lamination, 19K7 - Ordinary Level 

THE SPECTRUM 

THREE questions are to be attempted 

1, The Spectrum is an out-dated machine. Discuss. 

2, Write notes on the effect of hype m the software business, paying par* 
ticuiar interest to licensed software AND advertising 

3, Comment on TWO of the following statements, giving your views 
a) Sw business ts destroying software creativity 

t>j POKEs remove alt purpose from games software 
c/John Kirnson isaptatt 

4, Compare the criticism levelled at 3D Games to the lack o< criticism 
leveled at arcade adventures and platform games. 

& ' Hannah Smith - The only girlie tipster' 
How far do you agree with this view? 

6. EITHER 

Wilh the aid of a sketch compare the layout and presentation of CRASH 

to any other similar publication. 

OR 

Giving particular examples, write an account of the cult status achieved 

by Uoyd Mangram and the letters ' LM'. discussing the part they play m 

modem society. 

Robert Burgess, Rothernam, South Yorkshire 

Answers should be writ ten iegibty m black or bfvemK, or preferably typed 
for ease of reading. The examiner reserves the right to append co mment 
as he teeis appropriate, and wootdencourage candidates for the LETTER 
OF THE MONTH to create and answer met own questions. Account wift 
be taken ot initiative, clarity ot expression and neatness of handwriting 
Place completed answersheets in an envelope addressed to LLOYD 
MANGRAM'S FORUM. PO&OX W. LUDLOW. SHFtOPSHIPE. SYB 106 

_________ _____________ _______ — _. 
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by Rosetta McLeod 



MUSIC TO MY EARS 



For this, the first CRASH COURSE of the New Year. J have 
looked at a muted bag of educational software. Three music 
programs landed on my desk, and ft is good that this interest- 
ing area, enjoyed by both children and adults, is at last being 
given the attention it deserves by the publishers. The trio of 
programs, ranging from Theory of Music (a formal approach 
for those at udying for m usi c e xamsj to the I igh ter but no less 
valuable, Note Invaders and Pazazx, should appeal to a wide 
audience both young and old. 
The other programs reviewed this month are aimed at the 



7-12 age group, and are representative of the increasingly 
wide range of software becoming available. From major pub- 
lishers like mu mcGiaeoN to the smaller key software {run 
by a teacher), the programs cover a whole variety of skills 
ranging from teaching punctuation, spelling and fractions, 
to de vel oping the more abstract concepts of fog ical thoug ht 
and problem-solving. 

Next month I'll be looking at software from Granada Televi- 
sion to accompany their series of programs on The Micro At 
Work- DOrTT MISS IT! 



COPYCATS/SPELL CATS 



Producer: Key Software, 
33 Hilton Street, Aber- 
deen, AB2 3QT 
Retail price: £4 cassette, 
£5.50 Microdrive 
Age range: primary 3 - 
secondary remedial 
Author. Andy Watson 

Copy Cars end Spoil Cars form s 
pair of programs that can be used 
to improve a child's ability to rec- 



ognise and spell common words. 
The programs make use of the 
Look - Cover - Write - Chech 
approach advocated by reading 
specters, and the words chosen 
(Over 200, used Singly and in two 
and three- word phrases) are taken 
from McNaity and Murray s Hey 
Worts, and Edwards and Sum- 
mers's The Hundred Most Fre- 
quent Words. 

Copy Cats displays a word or 
phrase which the child looks at lor 
as long as is desired. When the 



player feels able to spell the word, 
pressing SFttCE causes the word 
lo disappear The coned spelling 
must then be typed in. There are 
Six levels Of difficulty, ranging tram 
simple three-tefler words to 
phrases consisting of three words. 
Level One, for instance, contains 
words such as "bad - cat - has - 
pig - yes", while Level Six asks 
the child to cope with phrases like 
"about the house - in the picture - 
find that woman", 
The aim at each level >s lor the 




COHGRATULfiTIOHS 

your final score **** 



Level 5 




Speed 1 



Spell cols 

>r*ss 5PRC 



KEY 



EV SOFTMRRE 

to continue 



child to achieve twenty correct 
spellings, but the game ends if 
three mistakes are made in a row. 
AHer twenty correct answers the 
final score <s displayed, and if a 
pnnter is attached the score can 
be printed out. 

Spell Cats is a sum la? game, but 
thus time the word or phrase Is dis- 
played for a length of time related 
to the speed chosen. It a wrong 
answer Is given the speed slows 
Slightly, while correct responses 
have the opposite effect, Quite a 
high level of competence is 
required at the fastest level, forcing 
the child to absorb Ihe whole pat- 
tern of the word or phrase rather 
than splitting rt up letter by letter. 

Copy Cats and Spell Cats ate 
both attractive little programs, and 
be ca us e speed and start level can 
be vaned. they can be used with 
children ai various levels of com- 
petence. Sound can be switched 
on and off. though i has to be said 
that the level is so quiet <and the 
sound itself not particularly 
inieresti ng), ihai it contributes tittle 
to me appeal of the program Ai In 
all though, these two programs are 
based on sound educational prac- 
tice and the accompanying man- 
usl dearly lays out the aims and 
objectives of the package. 



COMMENTS 



Control keys: all letter keys 
Keyboard play: good 
Graphics: limrted but attractive 
Use of colour: effective 
General rating: these programs 
have been written by a teacher 
with a great deal of experience, 
and provide excellent value for 
money 
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FRACTIONS 



Producer: Key software, 
33 Hilton Street, Aber- 
deen, AB2 3QT 

Retail price: £4.00 cas* 
sette, £5.50 Microdrive 
Age range: primary 4 - 
secondary remedial 
Author: Rod MacAulay 

The title may be rather uninspired. 
but this program provides a very 
effective means of teaching both 
the basic concept ol fractions and 
the May a fraction >s represented 
by numbers Thefe are actually 
three short programs or the tape, 
lading the child through the con- 
cept step-by-step. 

Bits and Pieces begins by using. 
Shapes to demonstrate the idea of 
a traction as part of a whole. The 
Screen is Laid out with a text win- 
dow alongside a tractions window, 
and the movi ng graphics (showing 
a whole bail splitting into halves, 
quarters and so on) are a visuaSy 
effective leaching aid. 

s and Bottoms goes on to 
y this information h terms of 
numerators and denominators, 
again using shape to demonstrate 
the use of numbers to represent 
fractions. 



The Last program, Match Them, 
is a nice little game which tests the 
child on the knowtodgegained in 
the previous programs The ties is 
to choose the correct fraction from 
those displayed to match the pic 
lured shape, There are three levels 
of difficulty to choose from , and at 
the end of the game a pnniout of 
the score can be obi ai ned 

Fractions is an extremely helpf ul 
tool for teaching an important area 
of mathematics, with colour and 
large pnnt being used to very good 
effect- 



COMMENTS 



Control keys: mainly ENTER and 
SPACE 

Keyboard piey. good 
Graphic*: very good Indeed 
Use of colour: bright and 
extremely effective 
General rating: an appealing 
program, very well Structured. 

wruch brings alive the concept of 
fractions Unlike most programs 
on this topic, which only r&nlorce 
knowledge already acquired, this 
program is a true teaching aid 
Definitely value for money. 



ox to Move 
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RUN RABBIT RUN 



Producer Hill MacGibbon 
Retail price: £6.95 
Age range: 5-9 years 
Author: Newman College 

A program n the Games to Stretch 
the Mind senes. Run Rabbit Run 
has been designed to promote 
thinking skills in young children. It 
can be played by one player 
against the computer, or by two 
players against one another. 

Vbu can choose how many rab- 
bits you would like (from two to 
four), and whether you or the com- 
puter should control the fox. The 
screen then shows a ten by ten 
gnd which b the board for the 
game. White squares represent 
open ground, blue squares are 
ponds where animals wll drown, 
green ones are bushes for hiding 
in. and there are also burrows 
where the rabbits may hide. The 
idea Is to move the rabbits to their 
home burrows before the fox 
ditches ihem. Below the grid, you 
are lofd the number of moves that 
the animal has left: these are Cho- 
sen by the computer at random - 
four rabbits have between four and 
twelve moves, three have between 



three and nine moves, and two 
have between two and s» moves 
The fox always has between three 
and eight moves. 

The aiccompanying booklet 
describes all the rules and explains 
the keys for moving the artmala. 
Number keys 1 to 8 are used. 
allowing movement horizontally, 
vertically and diagonally. The 
game is certainly useful m 
encouraging skills of predictive 
reasoning, and the children who 
tried it out for me thoroughly 
enjoyed it - once ihey understood 
the rules' 



COMMENTS 



Control keys: number kfya move 

the animals; it would have been 

easier if a keyboard overlay had 

been provided 

Keyboard play: responsive 

Graphics: Simple but ( 

Ubb of colour the black border is 

rather depressing! 




program 
dock to J 



rating: art enjoyable lime 
which children will come 



Id again and again 



PUNCTUATION PETE 



Producer: Hill MacGibbon 
Retail price: £9.95 
Age range: 7-12 
Author: Five Ways 
Software 

As a teacher. I know how difficult it 
can be to teach the conventions of 
punctuation lo young children 
And most of the drill and practice 
p r o gr am s that I've seen on this 
topic have not been particularly 
useful, Punctuation Pete however, 
a different. There are two prog- 
rams on the cassette. On one sde 
is the punctuation program con- 
taining a wide variety of passages 
for ihe chKd to punctuate the 
menu offers four levels of difficulty 
bleed on the reading levels of the 
passages, then the child has to 
choose which type of scribe he is. 
The passages aimed at the junior 
scribe require M stops and capital 
letters; those for the master scribe 
need quotation marks, question 
marks and commas, while, if you 
are a super scribe, you have to 
insert all the missing punctuation 
marks. 
An example of a passage at 



junior scntoe level is: "soon the 
train came it was nearty empty 
arm sol in >t was has In* tourney 
away from home 'your father will 
meet you at the station at naJra," 
her father said be careful now, 
anna don't lalk to any strangers' 
the train started suddenly". The 
child has to move Punctuation 
Pete along the lines stopping at 
points where a punctuation mark 
Is missing. 

A keyboard overlay placed on 
the fop row of keys gives the 
option to move Pete left, right, up 
or down. Capital letters may also 
be inserted and mistakes deleted. 
Punctuation marks such as com- 
mas, full stops, quotation marks 
and question marks are inserted 
using ihe normal keys. When the 
child has finished punctuating the 
passage. Punctuation Pete 
checks it over and moves to any 
mistakes he finds The child has 
three chances to correct the error 
before the correct answer is given. 
When the passage a completely 
correct. Pete waves and jumps 
about, end another passage can 
be attempted. 

This is a useful program which 



will motivate children to improve 
their skills On the other side of the 
tape is Wordfinder, a kind of 
thesaurus containing about a 
thousand words aimed at 
encouraging children to make 
links between words. The first 
screen lists the categories air, 
water, land, how you move and 
needs of the traveller under 
'Travel' with a downward arrow 
beside each. Pressing the down- 
ward arrow key takes you on lo a 
further list of words and phrases to 
do with travel. Some words have 
horizontal arrows beside them and 
pressing the corresponding arrow 
key causes the screen to move 
sideways to another page of con- 
nections. Again, a keyboard over- 
lay is provided, and it also offers 
the options of playing anagrams or 
hangman 

Anagrams uses words from the 
thesaurus and the child has to rear- 
range the letters to make the cor- 
rect word. The player can return to 
the thesaurus at any point to 
search for the word, or, by pressing 
the Help key, can call the word 
onto the screen. Letters not used 
in the word to be guessed are 



shown on the screen as Ihe child 
suggests them, which is a very 
useful feature . Hangman is a game 
children love, so they will enjoy this 
computer version. 

Included m the package is a 16 
page booklet with information on 
the history of writing, and the ori- 
gins of placenames. printing and 
communications, There are also a 
variety of tasks for the child to 
complete, including writing a 
rjsjo 

and breaking codes. This is an 
excellent package, particularly tor 
use rn the classroom. 



COMMENTS 



Control keys; a keyboard overlay 
lor each program simplifies the 
commands 
Ke yboard play good 
Graphics: limited to Punctuation 
Pete and the Hangman graphics, 
but very good 
Use of colour: very good 
General rating; a very good pac- 
kage, with an excellent booklet giv- 
ing ideas for extension work 
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THEORY OF MUSIC 
TO GRADE 5 



Producer: Ted Kirk, 33 
H Limber Crescent, Sutton 
Leach, St Helens, Mersa* 

yside 



E8 Microdrive 
Age range: music stu- 
dents, Grade 2 to 5 

There must be a targe number of 
people, both young and okf, study- 
ing for music exams throughout 
ins country Although there is 
software aimed al leaching the 
rudiments to young children, this 
es the first J have seen which covers 
the theory of musk: for aJI ages 
The set of programs makes little 
attempt to leach, but inslead con- 
fines itseti to setting and marking a 
wtiote range of questions on the 
foundation Knowledge needed for 
I he Associated Board examina- 
tions from Grade 2 to Grade 5. 

Program one contains three 
options -Key Signatures and Tonic 
Triads, Scales, and Intervals. The 
first of these covers grades 3, 4 
and 5. while ihe other two also 
offer grade 2 If I he pupil does not 
give the correct answer to a ques- 
tion, the computer simply slates 
that (he answer was wrong and 
doesn't show the correct 
response. If is possible for the user 
to escape from a question and 
move on Or return to the menu at 
anytime 

the second program on Time 
Signatures/Bar Lines and Rests is 
more suitable for higher tnan lower 
grades, asa reasonable com manci 
of rhythm is needed. The accom- 

""lymg booklet apologises for the 
I thai in the first part of the prog- 
ram the computer's checking can 



the longer the process takes, the 
more likely you are to be nghl! A 
straightforward multiple-choice 
qui* is contained in Program Four 



- a dictionary of the musical terms 
tested is included in the booklet. 
The quiz offers questions on a 
range of options - Expression. 
Tempo. Dynamics, Little Words. 



iMW^O^ i K^ 1 ! ! 



tando from your Poochettmo. fhis 
is Ihe program for you' 

The final program 13 aimed at 
Grade 5 students who, for the 
exam, have to wnte a chord (aid 
out on two staves, i particularly 
lilted the emor statements which 
OTnear in this program, including 

■ his is not going io be right: Let is 
have a fresh start", and "You are 
muddling me up: Lets try again ' 
To my untrained ear, it seemed trial 
the Spectrum's sound capabilities 
were well used, but Ted Kirk does 
comment in the booklet that the 
"simulation of chords m Program 
Four can only be described as 
painful." 

Having little knowledge of music 
v myserf, I asked a profes- 
I to have a look at this set of 
programs. He was extremely 
impressed by the depth of content 
and commented that, though they 
might nol improve your playing, 
they'd certainly help you get 
through the exams. 



COMMENTS 



Control keys: always clearly 
explained on the screen 
Keyboard play: good 
Graphics: very good representa- 
iion o> muscal notation 
Use of colour: SmHed, but used in 
a sensible way 

General rating: written by a pro- 
fessional musician, this set of 



preparing for music exams, I 
appreciated the sense of humour 

in the accompanying documenta- 
tion! 




Producer: ASK Software 

I 
Age range: 9+ 

flazaz? is a package which allows 
the user to draw and animate 
characters on screen, creating 
appropriate music and 

backgrounds for the performance 
Two cassettes and a comprehen* 
s<ve booklet are included <n the 
pack. The data tape contains four 
complete performances showing 
a breakdancer on the street, a 
clown on the high-wire, a skeleton 
m a graveyard, and a disco -danc- 



ing girl 
Havir 



Having viewed the demo prog- 
rams to gel a general idea of the 
possibilities, the user can create a 
scenario and performance. The 
EDIT command In the main prog- 
ram contains options allowing you 
to change the music, the scene, 
the figure, and the movements, 
and then to link them all up. There 
are also facades for synchronising 
the movements to the music, for 
altering colours m the foreground 
and background oi the scene, and 
lor creating quite sophisticated 
settings. It is possible too, lo use 
existing figures, scenes and 
music, so you Could have a disco- 



dancmg girl in a graveyard 1 

The creation of the music is 
probably one of the more interest- 
ing options, although the instruc- 
tions are rather complicated . Once 
you rove recorded a tune, you can 
then make some changes tort you 
can change the rhyihm. select a 
Dye or lead-in of a few beats, and 
set the beat too. At the end the 
whole performance can be saved 
onto a blank tape for use at a later 
date. This Is a very complex, but 
creative package, and younger 
children would certainly need the 
help of an aduh to follow ail the 
instructions in the booklet. 



COMMENTS 



Control keys: described both on 
the screen and in the booklet 
Key board play; good 
Graphics: quite attractive 
use of colour: good 
Sound: not as good as in some 
music programs, but still accepta- 
ble 

General rating: this is a very diffe- 
rent type of program. Once chil- 
dren have mastered the insi ruc- 
tions, they should enjoy making 
their own performances 



NOTE INVADERS 



Producer: Chalk soft 
Retail price: £9.95 



fr.-TrTiT'TOr.u-, 



ing music or an instru- 
ment 

I always like chalksoft's software, 
and this package keeps up iherr 
high standard Nolo invaders con- 
tains three programs. Side One of 
the tape holds Note invaders, a 
version of the shoot em down type 
of game, in which a note travels 
across ihe staff end you have to 
press the correct key for the note 
(A to G| to release a rocket before 
the note wipes you out! You can 
choose to have the notes on the 
treble or bass clef, and wiih three 
levels ol difficulty, the game can 
become fasi and funous. The 
quicker the note is recognised, the 
mora points are scored, and the 
highest scores are shown on the 
screen. 

The second s»de of the tape con ■ 
tains two programs, Staff i and 
Staffs The first one teaches the 
basics of readmg the staff, and 
helps the user learn the names of 
the notes. The clef ts explained, 
together with lager lines, end the 
old mnemonic "Every Good Boy 
Deserves Football" is also taught, 



Staff 2 provides a test of twenty 
questions , and notes are shownon 



teacher can choose to set ques 
lions on the treble or bass del and 
has the option of using the prog- 
ram wiih one pupa, or as a repeal- 
ing test for a number Of pupils- Dur* 
ing ihe lest, notes appear on the 
staff, and the pupil must name 
them correctly rf a question » 
a ns were d incorrectly, the screen 
display revens lo the teaching 
mode, showing the named notes 
If desired, the scores may be 
retained in memory until ihe 
teacher cads them up, 

This is a really exceflarrt little 
program which all beginners 
should enjoy and benefit from , The 
game m particular, makes the mas - 
taring of the basics a fun task and 
is ideal for young learners. 



COMMENTS 



Control keys: kept very simple 
Keyboard play: very responsive 
Graphics: excellent 
Use of colour very effective 
Sound; extremely good 
General rating: highly recom- 
mended 



50 CRASH February 1967 




own., 



BUGSY 

Producer: CftL 
Price: £7.95 
Authors: St Brides 



After a couple of months being 
ahead of the rest I find myself 
behind once again, reading 
others 'reviews belora penning my 
Oddly enough I don't like 
other reviews before writ- 
ing mine as rather than just cliche 
you're tempted to took for a naw 
angle, and sometimes there isn't 
one, Th« game's about Bugsy 
Maroon and he s gonna wase ' d da 
whole south side wedda yu like it 
or not so let's get all the pussy and 
rabbit footing over with and leave 
all the cliches, where they belong - 
m (he adventure- 
Being a s* e«DES game, that gir- 
lie Trine Trinian {who used to be 
Jennings before he donned a pink 
shirt and green knickers) kicks this 
one off in the common room ol the 
school, writing about her adven- 
tures m the Very Big Caves In the 
hope of selling them to a Sunday 
newspaper. Suddenly the peace 
and tranquillity of the boarding 
school ethos is broken by the door 
buret mg open to reveal a real Cutey 
rabbrt, about three feet tall, and 
pate blue, although the depth of 
bh» might well increase if its gun- 
shot wound isn't attended to 
promptly. The common gregari- 
ous burrowing lepond mammal 
not only walks but talks: 'Da 
name's Sugsy, Bugsy Maroon. I 
wanted to take over da Chicago 
mobs but 1 blew it. It's all over now. 
I'm hurt bad, I'm gonna die', 

Now the next bit is a bit zany, 
but bear with me. The rabbit, 
despite a never- say-die pep talk 
from Trixie, still snuffs It. but 
instead of preparing Fried Rabbit 
with the girts, the program offers 
redemption in the way only adven- 
tures can and it's a case of 'Do you 
want to try again'? Now an annoy- 
■ng thing is that every time you get 
killed m the game (and. by the very 
nature of the adventure, this is very 
often) you must go through this 
common room death scene which 
becomes a reel chore, I can tell 
you. 



Playing the game and reading 
the descriptions b pretty good fun 
as there's some real humour lurk- 
ing at each locality,! tended to pre- 
fer the real zany stuff and there is 
much play on the fact that you are 
guiding this long-eared bunny 
around the Chicago streets of the 
20's Take this passage from the 
jailhouse area or town; ' 'Hey, you 
with the earsi' ' snans one of the 
guards, barring my way, 'This is 
the jaiibouse' , Then below it you 
read* Hey. you wrl" the keyboard' 
Whaddaya iryin ' ta get me in the 



and a SCORE command which 
reflects money acquired in the first 
instance, but later shows your 
ranking amongst Public Enemies. 
You can spend a long time wan- 
dering around the adventure but 
you are only reaJry getting some- 
where when you get to scan the 
option screen wrtn the following 
options on it: G GREET. F SWEET- 
TALK, X INSULT, 8 SRIBE. H 
HIRE, Y BUY, T THREATEN and P 
PROTECT. Some pictures seem to 
lake an awfuify long lime to appear 
on the screen but, everything con- 




Chicago. 1922. I'm i ti a street 
full of bars and pool halls. 
lihtit in sepia, very atmospheric, 
y* Know? 

I'm outside Deviney's Bar. The 
street leads east and west. 



BAR 



The gisnt btu* rsbbtt ftndm htmmmtf tfw wrt a wn, turn ttrmmt full 



tailhouse for?* ' And again with ' ' I 
am standing outside a theatrical 
costumier's (betcha didn't know I 
could say words that long] To the 
north the road goes northwards 
while to the south it stretches in a 
southerly direction' (I like the zany 
Wt at the end - more of which m a 
moment). Entenng the shop gives 
you- ' 'I am inside da thatsoom- 
era,,, I mean da fat- 
ncoomiers ... Aw heck, you 
already know I can say the words. 
so shaddup' ', Pure tartness is 
this passage taken from the poster 
at the railway station: 'Gome to 
Chicago where lights are bright, 
where men are men and women 
are women. Where horses are 
horees and dogs are dogs and 
everything else is pretty much the 
way you'd expect it to be'. 

Bvgsy is without doubt an enter- 
taining game with zany humour 



sxlered, I think if you liked Big 
Cave and so on, you'll certainly 
warm to this one. 



COMMENTS 



Difficulty: nol easy 
Graphics: average 
Presentation: good 
Input facility: verb/noun 
Response: slow appearance of 
graphics 

General rating: tries hard to be 
funny and very often succeeds 



Atmosphere 


at* 


Vocabulary 


7*% 


Logic 


85% 


Addictive quality 


78% 


Overall 


84% 



KAYLETH 

Producer: US Gold/ 
Adventure Soft 
Price: £9.95 
Author: Stefan Lrfnowski 



I was wandering around the book- 
shops down town and I thought I 
might as wet get this book along 
with Colour of Magic. After search- 
ing my way througn just about 
every Isaac Asimov title (and there 
are quite a lew) I gave up. only to 
discover on getting back home 
thai this game is from the Isaac 
Asimov science fiction magazine 
rather than the man himself. My 
mistake, you might think, but as 
with afl misconceptions some- 
thing is shown up hare - like where 
is this game coming from? (Man.) 

Anyway, wherever it comes 
from, the story isn't half bed. It 
relates how the peace-loving and 
highly advanced Zyroneans had it 
cushy until this Kayteth arrived to 
wreak havoc and destruction The 
story, by sheer coincidence, has a 
passing resemblance to a Star Trek 
episode lovingly repeated by the 
good old Beeb in November last 
year (the one where this advanced 
bunch ait. Oblivious. Ngh up m the 
clouds while the troglodytes in 
their caves are kept down by an 
insidious gas from the caves " rock 
wats). In this game the rare min- 
eral, chromatin, is the desired 
commodity and Kayteth, employ- 
ing atomic dtBembiers and ruth- 
less androids, enslaves the Zyn> 
neans and humbles them with the 
task of clawing out the subterra- 
nean rocks to extract the precious 
ore he so desperately needs. 

Now, m true sci-fi comic book 
tradition, there has to be some 
belt who win put pnncipie above 
short term acquiescence and. yes 
you've guessed it, the piliock is the 
character you hoist around this 
jolly Jaunt of a program. So as to 
leave you in no doubt as to the 
enormity of the task you've let 
yourself in tor. the program kicks 
off with your good serf firmly strap- 
ped to a conveyor belt which is 
moving ever closer to a pair of 
cold, steel daws which rhythmi- 
cally descend and spew out a 
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charge tf electric bhie Itgtrt. Now I 
woukjn "1 worry so much about the 
claws being ooW (you think (he 
moot would have the decency to 
warm rts hands first, really): us that 
electric blue light which should 
have you struggling wrth your arm 
restraints. By the way. il you're 
wondering why your character 
hasn't a name, well, that's all part 
Of the story - your rrund has been 
emptied by brainwashing, and 
only playing through the game can 
cast any light on who you might be. 
The feel of the game is highly 
professional, as you might expect 
from usoou The loading screen is 
flashy and constructed In an 
unusual manner with a number 
counting down a fast load. At the 
start an option to preview the 
game is offered and rt would take a 
win of iron to resist, Rsvoalsd are 
the super graphics and no-non- 
sense location descriptions, but 
I'm afraid I realty can t get over one 
major failing with these apvsm- 
tumboft games fine last one was 
Rebel Planet, Aug 86 TRAIL) and 
that is tie Binding white 
background. It's a bit like the 
advert they used to run about 
motorists dazzling the guy in front 
with headlights on futt beam. The 
child in the car asks if daddy was 
blinded to which he replies, 'no, I 
wasn't looking' The same goes for 
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me reviewing these games, lb 
avoid a headache tor the rest of 
the day the brightness on the 
screen must be turned right down 
which causes the pictures 10 dis- 
appear It's a shame not seeing the 
pictures - but who wants a 
headache? 

I old have a quick run through 
the preview pks with the bright- 



ness up and it seems that a lot of 
effort has gone into me graphics. 
Three-stage animation is often 
seen, as with the huge two headed 
Mokki Ray in the Twin Peril forest 
and the ferocious Zemps In the 
ancient oitsdei of Zenron, lb save 
memory now and again mirror 
images are used to forme symmet- 
rical picture qui all-in-all, the pic- 



ture* are afways impress ve 

vocabulary- wise the 
moves beyond simple verb/noun 
input with multiple action com- 
mands, and commands are sepa- 
rated with a comma or the words 
AMD or THEN . A further re fi nement 
uses IT as in GET THE PYXIS AND 
OPEN IT 

Kaytett follows In the footsteps 
of Rebel Planet. As wrth that game , 
this one has a lot to offer the dedi- 
cated adventure enthusiast, in 
addition, science fiction fans may 
find much of interest In what Is ■ 
very well -constructed plot 



COMMENTS 



Drfficurty: not overfy difficult 

Graphics: good 

Presentation: white background 

is rtysmai 

Input facility: beyond verb/noun 

Response: alright 

General rating: good sci-fi jaunt 



Atmosphere 
\tocsbuiery 
Logic 

Addictive quality 
Overall 



88% 
67% 



61% 



THE COLOUR OF MAGIC 



Producer: Piranha 
Price: £0.95 
Authors: Delta 4 



with me one moment . . . I'm 
lust looking for a photograph that's 
been lying around my floor for 
about eight weeks and it seems 
such a shame not to me n tion It 
after someone went to all the trou- 
ble to shoot it and everything, ft 
shows a Mike, a Fergus and a 
Stephanie with the label, Ltvn. • 
sign contract with oem 4', which 
sounds the wrong way round, but 
all seam happy In the photo. 

Wen, the upshot of ft is that this 
Fergus McNeil chappie is pop- 
ping up just about everywhere, 
and it's all that his sidekick. JudNh 
Child, can do to stop him. 1 mean 
to say, I'm sure amongst the folder 
of info proffered by huwu to go 
with this game there was one bit 
that indicated a slight lack of 
enthusiasm for the Colour project 
on her behaff. Realty, Judith, hav- 
ing read about two-thirds of the 
book to data I can say I think it's an 
excellent book, one of a kind 
(whatever that means). 

I'M be quite honest here - I had 
never heard of the book by "ferry 
Pi a t uft e U called The Coksur of 
Magic but a friend who roads 
WHITE DWARF had, but there 
again, hes heard about and reed 
just about everything in the sci- 
ence fiction and fantasy fields. 
Now, if you're reading this review, 
and you've read the book, and, 
what, you've played the game as 
well . . .then what the heck arvt 
you reeding this for - a second 
opinion? No. seriously, you've got 

52 CRASH February 1987 



no idea what the book's about and 
you want to know what the game 
can offer. Weil, the answer is the 
game has much to offer and the 
hook is all about the magical 
number eight (hence the crummy 
Joke at the beginning about Sight 
weeks - oh, you get ft now do you 
(77W 

The chief Character in the book, 
and the one you whisk around the 
environs of Ankh Morporh and 
beyond in the game, la a hapless 
wizard named Rincewind who 
winces his way through all manner 
of mishaps and unbeteva b f y bad 
runs of luck. Take his training as s 
wizard, where, sneaking a peek al 
a powerful grimotre he ended up 
wrth one of the spats leaping from 
the pages and lodging in his mind 
This curtailed any further studies. 



meaning he couldn't cast spells 
like other wizards, It wouldn't be 
so bad if he had any control over 
iheonespeJIhedoespoesesa.tHJt 
this isn't so the spoil leaps out of 
its own accord. 

But the magical dabbler isn't a 
total loss as he is an excellent 
translator and ft is this skill which 
bongs him crashing into the 
storyline. The big picture has four 
gargantuan elephants supporting 
a disc atop the meteor-pocked 
sheH of a turtle by the name of 
Great ATutn. Because the Ois- 
cworid is supported by this turtle 
tracking its way across the skies. 
this gives licence for a joke con- 
cerning its Steady Gait crawling or 
its Big Bang rendezvous (this 
involving some mating on a cos- 
rnoiogtcai seals, get it). 
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Now if you're not so sharp with 
the Old memory, forget all the curi- 
ous creatures in the sky and just 
consider the Oscwortd lor one 
moment, There is a long waterfall 
wispmg away at is circumference 
but more relevant to the game is its 
makeup which does away wrth the 
normal east, west, south move- 
ments and replaces tham with 
Hubward, Rimward, TUmwise and 
Widdershina, 

The Hub of fhe Discwortd is 
never closefy warmed by the sun 
and the islands there are locked in 
permafrost. The Rkn is a region of 
sunny islands and balmy days. 
Tut nwise and Widdershina are less 
obvious, but relate to the direction 
of spin on the Discworld where 
Wtddershirts opposes the 800 day 
spin direction. There are S days in 
a disc week and 8 colours in its 
light spectrum with the eighth col- 
our being octahne which is a sort 
of gre e n ish -yellow . . . purple- 
Eight is a number of some occult 
stgnrficance and in some places 
(tike the temple of Bel- 
Snamharoth) shouldn't even be 
mentioned. Needless to say. Rm- 
cewtnds room m the Unseen Uni- 
versity's Hails of Residence was 
the unfortunately contrived 7aJ 

The next piece of geography 
brings us back to the twin cities of 
Ankh- Morpork and the pkM of the 
adventure, Ankh-worpork are the 
foremost of all the cities bounding 
the Circle Sea, but even so, few 
people from the Counterweight 
Continent on the other side of the 
Discwortd have ever wanted to 
visit them. Nona before have been 
as reckless as the tourist, 
Twoflower. who in this story Sands 
at the harbour in Morpork and pro- 
ceeds to throw his considerable 



money around. Theaa gold p*acae, 
or Rhinu, are no more than a hum ■ 
We cterke savings from the 
Counter Continent but in Ankh- 
Morportc, whose currency is 
devalued with copper and silver, 
these monies represent vast 
wealth. Were this not enough 
IffoAower's luggage rs made of 
sa pient pearwood, and ftincewind 
is rutty aware that even an 
Archmage. by dint of great effort 
over many years, would struggle 
to lashton a mare staff, never mind 
a trunk, What Is a little unnerving, 
however, are the tourist's four eyes 
and some peculiarities concerning 
his luggage - like the fact It sprouts 
many tmy legs to go about its bus- 
iness and can munch a mans arm 
with its rows of sharp teeth. 

Rmcewind's first task is to wrest 
the guHtble tourist from the 
assorted low-lifes Around him 
eager lo get their hands on some 
ol those gold-hch Rhinu. Broad- 
man, the owner of the Broken 
Drum, is already trying to fleece 
Twofiower of many a Rhinu when 
Rincewind overhears the commo- 
tion from his seat In a dark corner 
of the tavern. Being a multi-lin- 
guist, he eventually identifies the 
tounsl's tongue which leads to the 
following popping up: 'Rinoewind 
attempted to translate . After trying 
almost every conceivable tongue 
(Chimeran, Vanglemeshl, Sumtn, 
even Black Oroogu. a language 
with no nouns, and only one adiec ■ 
live, which 15 obscene; he finally, in 
desperation, mumbled a few 
words of heathen "Rob. The little 
man's face irt up' 

The Colour of Magic *s a super 
book {a cow paperback) and 
therefore the Ourflbd and llkistra- 
fored computer game was arways 
going to be something worth play- 
ing- But the delta 4 team of Judith 
Child and Fergus McNeil have 
done a really competent job of 
codmg the concept The tent, like 
the plot, is very close to the book, 
The pictures are quite good and 
the presentation (I particularly 
Mked the fufl moon which pans to 
accept your input) is very neat. The 
game comes in four pans which 
makes the asking price seem very 
reasonable. Any money spare 
should certainly be directed 
towards purchasing the paper- 
back as without it the game. I'm 
sure, could appear a little mysten - 

DOS 



COMMENTS 



Difficulty-, could prove puzzling 

without reading the book 

Graphics: okay 

Presentation: good 

Input facility: a little beyond verb/ 

noun 

fleaponia: fast 

General rating: good 



THE ARCHERS 



Atmosphere 


85% 


Vocabulary 


84% 


Logic 


94% 


Addictive quality 


89% 


Overall 


88% 



Producer: Mosaic 
Price: £9,95 
Authors: Level 9 

I'm sorry 4 my mind strays during 
this review - you see. I'm trying to 
listen to the Omnibus Edition of 
The Archers on Radio 4 while writ- 
ing this stuff here. It's difficult to 
know how to sum up this program 
rf you're not aware of what it's all 
about (and if you are aware of what 
the program's about just what kind 
Of boring fa.. fellow are you?). 

You could think along the lines 
'see, isn't this decadent listening 
to a load of old rural twaddle thai 
no-one else listens to', a kind of 
Oxbridge aloofness and 'when 
does the grouse season end (or 
start for (hat matter)? Alternatively, 
you could take offence and think 
'isn't this just typical of BBC Radio 
4, the view of Britain which has 
Americana take the view that this 
little island here is a floating com- 
edy museum'. And who could dis- 
agree? Since, increasingly, Bri- 
tain's only future Is as a museum 
all I can say is more power to your 
elbow and let's have less of this 
unsettling alternative comedy 
(only a vehicle for intellectual mal- 
contents) and more of this Archers 
stuff - It's brilliant (and mine's a 
rural retreat and a fuel-injected 
turbo g/ouse). 

Wart a minute, I've just go! to 
adjust these cans (headphones to 
you). Ah, that's better and who the 
heck's talking now? You see, usu- 
ally at the start of a scene someone 
says something really obvious like, 
'Ooooh. Aaaaar, here'rt comes I hat 
old roaascal, Jooooe Gnruuuundy. 
he's looking rrraaather miserable, 
pessimistic, and lazy, and I think 
has got a touch of Farmer's Lung' 
and so you know who's going to 
speak next, but there's two charac- 
ters twittering away at the moment 
arid I haven't the foggiesl who they 
are, 

As I wnte this. Ambndge is rock- 
ing the establishment with really 



juicy titbits - like Joe Grundy's 
American ladyfnend who he's try- 
ing to propose to: Sid Perks, ihe 
barman and licensee of The Bull is 
up to the same sort of thing 
wit h. .er . . , someone else (a 
schoolteacher, l think), and David 
Ajfjher is thinking oi setting Ml 



more commercial -sounding 

Adrian Mote at the sbghtty more 
commercial time of before Christ- 
mas last year. In that game you 
guided Moley around his environs 
via one of three options, the fourth 
option offanng faculties and help. 
With The Archers you have exactly 
the same kind of program so if you 
are familiar with the Mole game 
and the Archers radio program, 
you should know what to expect 





ftaj>i , ''^t 



Archer, 19 ytar old rene 
fatal*. 

1 ae wadly in Love with Tie . 

Bcechai, but whatever I do, he 

i gno c*& me - 

Choose one or the following 

1J hope Tie rings; 

2> arrange to itci Tin in 

Nelson'*; 

to the Hu n i Ball . 



Picking Up Tim Brwchmm Im mil Ihmfu 
th» moment. . , , 



house, or land, or both, or some- 
thing. 

Hey, wait a minute, what's all this 
North Ootseera, South Ootseera. I 
think I've fallen off the end of the 
Archers into a gaie warning and 
tow they're getting stuck into a 
question from Gardener's Ques- 
tion time (sorry about the spelling 
of Ootseera, but it doesn't exist 
alongside Tyne and Dogger and 
must be a figment of Radio 4s 
imagination). Well at least I can 
think straight now without those 
rural rustics filling my head full of 
arable silage and food no-one in 
Europe wants or can afford. I think 
it's about time we had a long*nin- 
rung series all about everyday ship- 
building folk - or »s it too late? 

Leaving hobbyhorses in the 
paddock let's get this one properly 
introduced Mosaic released the 



A fob Irt the Built* on offer - vrHmV* IhebettthlnQ to do In 
to keep audience* figure* ntc* mntt MfhT 






4-K I 



Dave asks it out for m drink. 
He eay be a creep but at Least 
he's got so lie cash, x teit Dad 
I can do without his paltry 
a l lowan ce . 

Sid Perks needs extra help in 
the Dull. It's woney for old 
rope standing behind a bar 

hatting to people. 

hoose one or the f 

'> tell Dad ; 



on Ma Anther 1 * mind mt 



This program coukt have been 
terminally dull, as you might sus- 
pect, but has been saved by a 
humorous treatment, good writ- 
ing, and a concept which f really 
liked, that of posing as a trainee 
scriptwriter for the radio prog- 
ramme. The aim of the game is 
ihara fo ie to keep up the audience 
figures and hope for a record 
number of listeners, with memos 
from the Controller of Radio 4 
keeping you on the straight and 
narrow as regards plot lines - 
people who listen to the Archers 
are notoriously dull (and the vary 
sort who will be surprised when 
adverts pop up right in the middle 
touting for their inherited wealth 
when everyone else saw rt corning 
a mile off). 

As with Mole, the extent that you 
understand the concept (there it 
was popularity with peers, hare Its 
getting the balance between tradi- 
tion and tiflllabon) will govern how 
successful you are at piaytng the 
game. I think the game is much 
better than the radio programme. 
Some of you might well say that 
isn't saying an awful lot and I might 
be tempted to 



COMMENTS 



Ptfficurtyi high on playabtlrty 
Grephice: not bs surreal as Adrian 
Mofty. pleasantly mainstream 
Presentation : super 
Input tecWny; one of three options 
R — portae; immediate with type- 
ahead 
General rating: very good 



Atmosphere 


09% 


vocabulary 


nra 


Logic 


92% 


Addictive quality 


79% 


Overall 


BO% 
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DRACULA 

Producer: CRL 
Price: ta 96 
Author: Rod Pike 



"Here at Last! The coach harts out- 
side the Golden Krone Hotel, it has 
been a scenic journey if nothing 
etasl Halfway across Europe 
through some of the most beauti- 
ful countryside I have ever seen. 
8ut H is a wM untamed landscape 
that seems only grudgtngty 10 tol- 
erate the coach tracks winding 
through rt like arteries, hurrying 
weary fares to their destinations, 
maybe even their destinies . . . 
Strange that I think that, but, as I 
leave the coach, the sinister tear ol 
something unknown steals aver 
me . . . BeM t am acting like a 
child! 1 must pun myself together, 
Here in the Carpathian Mountains, 
I am a day's Journey from my 
diem "a abode. But first some rest 
East lies the hotel' 

There ' a a very good reason for 
shownng you the first passage; this 
game uses one of the most difficult 
character sets i have ever tried to 
reed, complete with very unattrac- 
tive small is tor I's, Bui wait a 
minute, I'm a fair way Into this 
review and I haven't mentioned its 
chief selling point which concerns 
its 15 Certificate - apparently the 
first computer game to r eceive 
such an accolade from the British 
Board of Censors. There's only 
one thing wrong here and that's 
the conspicuous lack of blood and 
gore in the pictures that would 
warrant such a certificate . 

You begin outside the hotel and 
a little disagreement has Cropped 
up between yourself and the 
coachman who has brought you 
this far. Although ha b a rough- 
looking fallow and is no doubt a 
vllain and a drunkard, he may wet 
have a point Si blocking your way 
and it shouldn't take too much to 
workoul what his grievance is. The 
next location is the hotel itself and 
quoting this one will give you some 
indication of one of me main 
strengths of the game - its 
descriptions which read as waf as 
a book; 

I am in the foyer of the hotel. It is 
a most intriguing place, adorned 
with the trim and trappings of 
mountain life. Deer skins hang on 
the walls m a rather random fash- 
ion, mixed with the crafted leather 
harness and ssetgh bells, adding a 
degree of rustic charm to the 
scene. An ornate carved pine stair- 
case leads up to the bedrooms 
above- Through a most pictures- 
que archway to the east lies a din- 
ing room, while south leads to the 
Reception desk. Westward, 
through a heavily timbered door, 
tes the road. Flickering oil lamps 
cast shimmering pools of yellow 
light around the room, cre a ti ng 
dark mysterious comers, comers 
where evil could hide and quietfy 
fester, unseen until..?'. 

It doesn't require too much to 
find and ring the bell at Reception 
whereupon a poorly dressed but 
clean innkeeper, who speaks only 
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pidgin English, appears on the 
scene and. like everything else you 
encounter before retiring to bed, 
he gradually raises more fear, dis- 
turbing you In a very fundamental 
way. In the first game I played I 
awoke from some pretty wild 
nightmares to be stabbed by the 
innkeeper, but on subsequent 
attempts Ihe innkeeper was kind 
enough to direct me to the 
stagecoach outside. The ride in 
the coach ended up m a mountain 
ravine, however, so how about 
skipping over to Part Two or Pan 
Three'* 

The Arrival, Part Two. tells of an 
eventful coach journey which ulti- 
mately brings our man to the tas- 
fla After a night or two and some 





long discussions with the Count. 
he r e a toee that not only is he a 
prisoner, but his lite is in danger, 
escape becomes his one obses- 
sion. Should he succeed, he vows 
to write to his friend in England 10 
warn of his discoveries. The castle 
holds terrors beyond his worst 
nightmares. 

The Hunt, Part Three, sees Doc- 
tor Seward, a psychiatrist at an 
institution for the insane in Eng- 
land, recerve a very odd letter from 
a friend on business abroad. 
Something about boxes of earth 
and the 'undead'. Although he 
neeltngly wonders about his 
friend's sanity, he resolves to 
Investigate further. He ateo has 
problems of his Own. An inmate, 
Renfieid. has gone missing and 
though not considered danger- 
ous, the malignant influence of 
Dracuia is suspected in turning the 
man's subdued character. 

The BBC banning a pop record, 
quite rightly, resulted in It topping 
the hit parade The young have for 
some time now been f asci nated by 
blood , gore and things that up and 
gowaJkaboutsinthedeadofnighi 
Any marketing man worth his desk 
lop toys knows these (acts, but 
this shouldn't unduly colour your 
view of this game. The character 
set takes some deciphering but 
once understood the game turns 
out to be well written and a good 
read. 



COMMENTS 



Difficulty: easy first pari 
Presentation: confusing charac- 
ter set 

Input facility: verb/noun 
Response; tooks Quffled 
General rating: SpOOky 



Atmosphere 
Vocabulary 

Logic 

Addictive quality 
Overall 



96% 

m% 

89% 
88% 
88% 



VERA CRUZ 

Guar Derek, 

H*e lo ng b e a n a dra i n of mine to 
hurra e letter published in 
CRASH. So I thought I'd stand a 
good chance rf I could |ust Solve 
an adventure soon after its 
release. Fair enough, the game 
In question , Vera Crui. by infoo- 
raws. Isn't the most puzzling of 
adventures, but nonetheless rt' ft 
excellent and wary raatattc 

In th* first part ft'* very impor- 
tant to scan the whole scene of 
the crime, particularly to the left 
of the armchair base and hand- 
beg content*. This section will 
only take you a few minutes to 
gather a8 the evidence. 

At th* start ol Part Two you 
are asked for a list of items dis- 
lon site. Pay attention to 
i on the pistol and 
cartridge, and also one of the 
cigarette Stubs, ff you found th* 
diary In the first section, make a 
note of the addresses. They are 
aM relevant to your investigation. 

From statements given It is 
possible to find out who com- 
mitted the murder, but to do this 
you must take second state- 
ments from two of the suspects. 

You can get the name \ 
address** for your first i 
ment from the diary - Nadine 
Lafeuille - she wont raveeJ 
much , but make a note of it, par- 
ticularly the nickname. Your 
second statement should com* 
from the caretaker of the vic- 
tim's apartment. This rime, 
some Information is vital - the 
first pert of a car registration 
number. 

Carry out an autopsy on Vara 
Cruz. 

Gather information from 
CRRJ LYON on the following: 
Vera Crux, Pistol MAC50 No 
056743, Fuzzy. 

One of the latter should take 
your Inveetigebona elsewhere, 
when you'll discover the second 
pert of the car re gis tr a tion. Get 
the name and address of the 
owner from PREF LYON. The 
obvious choice for the next 
statement Is this chap. He 
should be asked lor a second 
statement later on. Correlate 
the evidence you have with him. 
From the nickname given to 
you by Medina Lafeuille, you can 
find the name and some details 
about him. Ultimately, this leads 
you to his address where you 
can take his statement. Also, 
during this part of the investiga- 
tion, you come across the name 
of th* car owner's brother. After 
a brt o( deduction, using the 



matchbox as your source, you'll 
find him and can take a State- 
ment horn hVm . This give*, you 
another lead. Follow ft up and 
get a statement. 

By now, you should be close 
to finding the murderer. By fol- 
lowing up leads from Informa- 
tion gained via other police sta- 
tions and squads you should 
have found out about the Jewel- 
lery robbery and the theft of the 
pistol as well as several other 
snippets of information which 
may help. A statement from the 
jeweller himself may provide 
you with further clues. 

Correlate evidence with the 
car owner's brother, than take 
second s ta te m e n ts from both of 
them, The car owner's second 
should sew up the case whan 
you go ahead with th* arrest 



S&SBUGS 

Dear Derek, 

Please find enclosed ■ Swords 
4 Sorcery debugging program. 
It removes some of the game's 
worst bugs end allows comple- 
tion with only two sabstons and 
one greave. ft requires a saved 
character to act upon, which 
must be loaded, and a visit to 
'centre point* made. The mes- 
sage "Version 2 ' w 1 1 1 appear after 
debugging- 

10 CLEAR 38000 

20 RESTORE 200 

30 FOR N ■- 28000 TO 28028 : 

READ A : POKE N> : NEXT N 

40 PRINT 'LOAD IN VERSION 

ONE CHARACTER" 

SO GOTO USR 28013 

60 RESTORE 300 

70 FOR N -80006 TO 80343: 

READ A : POKE HA - NEXT N 

BO PRINT' START TAPE 

RECORDING" 

BS PRINT-PRESS A KEY" 

00 PAUSE : GOTO USR 28000 

100 CLS : PRINT" FINISHED" 

110 STOP 

200 DATA62, 255. 221 , 33, 0. 234, 

17,18 

210 DATA 17, 206. 194, 4.201. 56. 

624 256 

220 DATA 221. 33. 0. 234. 17. 16, 

17,205,88 

230 DATA 5, 201 

300 DATA 188, 6, 196, 100. 119, 

182,217,171 

310 DATA 235, 220.224, 101,192. 

220,222,93 

320 DATA 10. 229. 100, 119, 192, 

229,106,116 

330DATA5. 192, 222,248, 19,87, 

40,249 

340 DATA 11 1,60, 0.240, 248. 

236.192 







BY THE TIME YOU 
READ THIS LETTER 

Dear Derek. 

I have sent off for the Graphic 
Aa^enturv Creator and wm 
p ro babl y have it by the time you 

thi* letter. Throughout the 
past year I have seen nvi«ws f or 
Ousted games ra nge from b wf u I 
up to SMASHas. What 1 would 
(Ike to know la what you too* for 
In 0w» adventures? 

i would be v»ry grateful H you 
would reply as it would help ma 
and many other writer* of tfwaa 
typaa of adventure to produce 
better games. 



ROUTINES 

Dear Derek, 

Further to the letter my friend 
Finn and I sent on Nov 1 regard- 
ing a Brewster -to- English trans- 
lation program. I have now come 
up with two small mac hi ne c ode 
routine? to print out the voc- 
abulary of a program. The first 
DfwtB not that different from the 
one featured in CRASH 
November Issue, but Is shorter 
and ha& more features (mora 
follows . . . ) The second one Is 
for QuMed adventures and 
■hares the same features: 
ITotaiy relocatable 
2 Can redirect output direct to 



3 Can output to Microdrive or 
disc (8eta and Opus known}. 
Any Interface supporting 
■beams and channels printing 
vie the A register end the RST 16 
Instruction, 

Quiff Routine 

10 LET TOT » ; FOR N ^ 23296 

TO 23296 • 27 ; READ A : LET 

TOT - TOT + A : POKE N,A : 

NEXTN 

20 IF TOT -3162 THEN 

PRINT"DATA ERROR" : STOP 

30 RANDOMIZE USR 23296 

40 DATA 62, 2, 206, 1 , 22, 33, 1 92, 

93, 66, 62, 255, 1 46, 254, 1 28. 46. 

6,254,32,56.1,215,35,82,255, 

168.32,237,201 

Substitute 23296 for any start 



Substitute the number 2 with 3 
for printer output. Or substitute 
it with the stream you wish to 
print to. FX 4 and than Insert a 
Una 25 so: OPEN 4 ;" M " : 1 
I'^DATA" 

NORMAL ROUTINE 
10 LET TOT = FOR N = 23296 
TO 23320 '. READ A ; LET TOT = 
TOT + A : POKE N.A : NEXT N 
20 IF TOT < > 25SB THEM 
PRINT" DATA ERROR" : STOP 
30 RANDOMISE USR 23296 
40 DATA 62, 2, 206, 1, 22, 1, 192, 
93,10,254,128.46.5.254,32.56, 
1, 215, 3, 62, 255, 164, 32, 240. 
201 

The difference In 1h* normal 

routine is: 
CHKLOOP 

Using BC register Instead of HL 
not using D register but load A 
register whh contents of (HL} 
Not SUB anything as not neces- 
sary as with IheQviit as here we 
have the ASCII codes and do not 
need to convert them. 
NOPRINT ROUTINE 
INC BC Instead of HL and CPB 
Instead of CPH. 

I hope you And uee for these 
routines and give my regards to 
thereat of the team on CRASH. I 
can help wnji various adven- 
tures and at tho moment playing 
Colossal Cavern on the main- 
frame at work and mkkoh'b 
Hitch-hiker 1 * Qwdm to the 
fffft-r On the office PC, 
Den S de ntrf t , I 



ASSEMBLER LISTING OUILL ROUTINE 



STREAM TO OUTPUT VIA 

OPEN THE CHANNEL 

START ADOR ESS TO LIST FROM 

l WISHED THAT i HAD A PRINTER 

HAVE LOADED DWTTH CODE TO 

CHECK 

SO A CAN SU8TCT CONT ADDRESS 

CHK UPPER LiMfT ASCfl CHARACTER 

IF TOO HIGH GO SUBROUTINE 

NOPRINT 

CHK LOWER LiMIT ASCII CHARACTER 

IF LOWER GO SUBROUTINE NOPRlhT 

ELSE RST 1 5 (OUTPUT VU CHANNEL) 

NEXT ADDRESS IN MEMORY 

CHK REACHED TOP MEMORY 

If any of these routtnee srorit after me typing them out well Pm 
Hans Christian Andersen 





ORG 


ANY 


STREAM 


EQU 


1601 h 




LD 


Kt 




CALL 


STREAM 




LD 


HU24000 


CHKLOOP 


LD 
LD 


D^HL) 
A2S5 




SUB 


D 




CP 


128 




JR 


NCNOPRINT 




CP 


32 




JR 


CtNOPHINT 




RST 


1Ch 


NOPRINT 


INC 


HL 




LB 


A255 




CP 


H 



Starting ef the beginning, f 
rhfnfc a good original and cre< 
dlbie story ft eese r rttof to 
crmmtlng atmoapherm mnd 
making pmople wmnt to plmy 
lb* peine. 

There mhoufd be good uam of 
colour to mmk e the ecreen 
Interemting, and tfgrephlca 
are Included they should 
r em a i n on ecreen mnd ahould 
be of high oumltty. tt graphic* 
>y Information tor thm 
than all thm barter. 

Text should be of* neasona- 
JWe length but not ao long am 
to bore the player, I'd ear bet- 
ween 4 and 10 tinea la 
optimum. Vocabulary and 
hiondllnem* la probably the 
next moat Important ampe c t: 
the player ahould be allowed 
to do a tot more than almpry 
what la n eed ed to complete 
the game, A certain degree of 
aubtta humour ahould be 
Includmdma araH macommmnta 
on aome of the ellller action*. 

f dWike large numbers of 
location* with no purpose - 
devoting memory to problem* 
la far more important. Ftnatiy, 
let the player explore a bit end 
mohre a few probiema before 
thereal-atktkor". ThmrWa 
nothing hwH then mpondlng 
three hours trying to pet out 
of the first location feep e 
daily whan you're only one 
day from thm copy d e adj inm), 

M 

JUDGE DEARTH 

Dear Derek, 

Last year I bought Lord Of The 
Ring* and Its spoof but Lordgol 
a SMASH and Sored didn't I 
found mis very strange because 
the spoof is just as good as Lord 
M not better i and I agree with 
Richard Hewson end your emi- 
nent self on this point. Lord Of 
The PUngs Part Two will have to 
be much better then Part One or 
Phil Mitchell will loose all of hit 
wel l e a rned reputation lor good 
adventure writing. The first Lord 
has quite a lot of Tolkien atmos- 
phere and is fslrty descriptive. 
Unfortunately the graphic qual- 
ity of the game Is very poor and 
It would have bean better with 
HobbH -style graphics or none at 
ail. 

I have noticed many people 
who write into SIGNPOST and 
ask If you have played i 
games which have not I 
reviewed in CRASH. I would like 
to ash If you have ever played 



any of the Lone Wolf games by 
juovjw pueucAnoHB which are 
based on the Lone Walt adven- 
ture books by Joe 'Judge Death' 
Denver. The games came out a 
few years ego, end I would like 
to find someone who has played 
them so I can find pul tf they are 
any good before I buy them. The 
two T know of are called Fire on 
the Water and Right from the 
Dark, and there may be a third 
on* called fee Hall s of Terror. I 
think they are only written for the 
Spectrum 48K and either come 
wtth a book or without I would 
be very greatful If you could 
help,. 



tea comment on the first part 
of your tetter - l*m mute Pvm 
b e en there be fo re! Out thm 
second part spurred mm en to 
past l ea u e a of this lllumtrfoum 
chnw is c le {CRASH, dhnwl t a ) 
and March SB In particular 
where arrow pueucAnoNa are 
cited with a FIRE Oft THE 
WATER, £7.00, mnd from the 
hands of one Jo* De n ver mnd 
a Urnry Chalk. 

ttlamn Inter e s ti n g re vto wfT 
Ihmvm to amy eo myaoff wtth 
thumb null ak * tehe e of the 
twv author*. FMBOtiTHE 
WA TsTRwae Book Two mppm 
rentty, with FLIGHT FROM 
THE DARK appearing ftrmt 
and, according to me then, 
the third warn to be THE 
CAVERHS OF KALTE. 

t didn't rate thm game 
highly, but, fudging by the 
merits for thmt month, f ma 
marking realty tough (tike 0)1 
Heading the rovtmw fahmwym a 
better fdmm than /wet Utoajng 
at the mmrkf ft trenapire* to be 
a vary attractive game mnd of 
soma I n tere s t to thmme who 
enjoy WD Role Route pemea. 

Back In Spring 'BS you could 
buy the s uf tw w e s e p a r a te ly 
from the book but I would tike 
to do la broaden the iaaum and 
ask j eauet t how thmy go 
about getting old gam is, ma 
tht* month! re c ehr md a letter 
which claimed difficulty tn 
obtaining much a i 
recent i 



DROP ALL 

Dear Derek. 

After reading Mr McGregor s let- 
ter In the December Issue sail- 
ing for a get/drop ell routine I 
have the answer as follows:- IF 
(VERB TAKE) AND NOUN (ALL) 
AND HERE (OBJECT NUMBER 
2) MESS (YOU TAKE IT) GET 
(OBJECT NUMBER 2) END. Drop 
em Is the same only you r*ol*c* 
GET wtth DROP. However, if you 
have ISO or so objects you will 
need to define 150 low priority 
lines, which could wests a lot of 
memory. Unless you only have a 
few objects in my opinion it it 
better to omkl the get/drop all 
command. 



■Tfij jnsSj trienas 



(IthtnkJ 



TMs manth*e ESQ tetter 
i to Don Markwfc k mf 
for Ma 

French. 
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fT-U'Mf>, 



fh* »n rtry fifrtofy ofadvmn tur * 

ln S .rf, nice to t** thai the old 

Cteesto* ilk* THE HOeBTf and TEA 

ftOMMUNOt 



Jnson Emery of Lewwe, feet 
Sussex asks: 

"Plus*, please, plsaie could 
you do one or eHot the following 
concerning MEiaoume house'i 
excellent gam* Th* Hobbit 

1) Tell rne how to get out of the 
goblin* - mm (not|u«t Hi* dun- 
geon} 

2) Wham do I meet Galium? 

3) How do I escape from th* 
e*v«s ' cellar? 

4) How do I ih In the dark?" 



I dent p ap e a r to have e n 
oftfwfoMI/u'uttHh/t 
couid by tha following 
method of finding thm ring, 
supplied by Devld Cooke IhM 
Le*da, 

Mfe/t urrft f tfo nasty gobftn 




crec*. then OO0OWW. MB, J*?, 
E f TAKE MHO, WEARRlHC 

oiT#C CprMI ■mPTt^f, Fl, 3, IV , 

**y, w, py «, o, ■; oi>ff m 

CRACK, O, «, E. With tha ring 
you wttt ba eoli to wand m r 
•rwntftfw«mwWwwt 
being thrown in tn* < 

On to the, 
Solium It In thm aabtm chh. 
To sereps hnorn fh* s to »s'e*f- 
Imryou mhould wear ifi* rtng 
and than dmt Into a barrel 
and wart to if thrown Into to* 



Finally, thm mword producmm 
Hght to see In th* darit. 



f* having treuM* wrth a /afar 



**ln Fmrrtwrnofinos, I f oJ lowed 
your instructions last issue but I 
cannol find out how to put the 
cloths* and so on in the suit- 
case. Also how do you gat 
Doraen to follow you and how do 
you enter the taxi?" 

I don't think If* ne ce s sa ry to 
i tha suitcase, having It to 
To gar Ooreen, CAU. 
'anat to antar Irta taii, 
NMffnUCL 

Rebel puuiet hi caumtng prob- 
lems tor D avid Bold** from 
Stockport mho mrttmmi 

"1 am stock at the beginning of 

with* 



»t, as I cant find 
card, or fix the scootar or op*n 
any of tha containers. Not hav- 
ing tha card means I die after 
about 10 minutes through lack 
of protein.** 

To got tha A cce ss card go 
mouth from the mtart end praam 
fh* btrftoo tor- the cargo hold, 
thmn TAKE VALET to be given 
the card. Thm mcootmr cant bm 
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fixed and ptayt no part to fh* 



Richard Alton of /ftoanavan, 
Gsrent, /a having difficulty 
with a couple or adventures 

"I n Quest For The Hor/ Graff 
how do I gat pact the Knight who 
says NIc? 

How do I use tha Holy Ha nd gre- 
nade and where? 
What is the book of Phamaic 
Phrases for? 

In Eye Of Bam. how do I gat 
past the skeleton In the crypt? ** 

To pes* thm knight you moat 
<MVTff SHRUBBERY (haven't 
you mean fh* film?}, Toummtha 
graawd* LOG ORMHADEAT 
RABBIT. I havmn*t a etuowhat 
tha book re tor, maybe mome- 
ona will write In and let if** 
know! To pom* tha mkmtmton In 
eye or- sajh mimpry SHOW 

atoms, 

Almo stock on two gamam fa %, 
Jonas of Chester'' ta-Sti met 



Keith Tomllnaon fa on* of 
many having difficulty con- 
cluding onrMKNs mnd wrttam: 

"1 have blown up the depart* 
ment store but Stripe always 
gats away and finds water. I 
have emptied the swimming 
pool but still he finds water. " 

Attar tha oxplomton follow 
Strlpa to fh* pool mnd arttar It 
(you tboutd hmvo emptied It 
batoro blowing up thm atorvj. 
Wow gat thm daxmd Strip* mnd 
takm him outside Into thm tun- 
light which wilt kill htm. 

Jonathan Atkinson In Button 
on Trant mamas 



"Tha Hulk 

How do you get out of the dome, 

past tha high gravity ftekt at the 

•tort of tha game? 

Vamor'aLmir 

I've crossed tha Lava Chasm 

and killed tha giants, out the 

border goes black and I die 

through lack of energy - How 

can I re-energise?" 

I think tha following wilt work: 
PUSH (mayba **&**} BUT- 
TOM, BITE UP, OUT. In wlmor. 
Bounds to m* tlkm you arm 
dying from thm effects of rat 
bttmm: bamt eototton is to 
atthar kill thm ratm or faad 
tham with mpptmm. Wounda 
canbahamladbymntmrlngtha 
magic pool, through tha nar- 
row crack. You wilt flrmt nmmd 
a tmtmmcopa to road tha magic 



"Could you | 

lo escape from the Ban-ow- 
Wkjht In Ihs proper version of 
Lord Of Thm Rings. In the begin- 
ners p rogr a m Tom Bombedli 
gives you magic words to get 
past him, but in the other version 
this is not so. " 

You could waar tha ring mnd 
wmlkpamthlm or you could bm 
mora vtotantand throw m 
tow** at him. 

Finally, a roupie of Question* 
on KtHTXLK Carol Elliott t 



"Am I the only person ever not 
to have found the Stiver Chalice 
and how can I get Timeodra 
aUve? ** 

I doubt iff Tha chailca Imlnthm 
black mack In thm Orgm-maul* 
trmamura room. Ttmandrm 
mhould ba ramcuad at thm mtarl 
of thm gamm tf eh* I* to be 
found alh/a\ 

Duncan Maclean of Maw ca m- 

fto upon Tyrtm threatens a 
phymlcal breakdown on him 
computer if fh* eototton to 



patting fh* Karvah is not 
rm vaal m d to him. 

Try PUT JlifJftfrOft TO CAQM. 

Flnmltythmvmhadtattarm com- 
ptalntng that EXAMIHE 
OMWRIS doeerrf rmvat thm 
corkad botttm In tha room 
balow tha tr a pdo o r. If tore Im 
true ft may ba that tha Janll 
mhould flrmt ba n ee d from fh* 
Immpin thm cavaat thmbamaot 
fit* wmtmrfalt. Hanyonm who 
ham got this tor could abed 
tight on thlm problmm I'd ba 
moat grmtmtul. 

And that concludes anothar 
S4GHSTVMPS. Kamp on sand- 
ing In your quamtiona and mot- 
utions to: 
S4C MS TUMPS 
POBOXlu 
LUDLOW 
SHROPSHIRE 
SYS 1 DB 



immMti 



There's r>o doubting the two 

games which supply thia 
months SUPERHERO ES; the 
mail for L'Arrjuai vtra ceuzand 
euosY was overwhelming but I 
manmgMd to ttruggtm through 
somehow. 

Vera cru;, as it's come to be 
known? ha* raim&d en* Brian 
Forbes of Qlamgow up onto 
fh* ultimmtm padamtat of haro 
worship. He earned Mm 
SUPERHERO crodmntlmtm on 
October 11. Two of thm mmny 
others who sent in totutionm 
worm Don Mark wick (Oct 20) 
and David Hodgson from 
Durham. • cmn'ttmttyou too 
much about mm mnd of thm 
game bmcmuum H doamnt 
seem right totting you who 
dunnlt so without further mdo 
tfm •freight onto thm nest 
SUPERHERO 

BuCftv mmrned him carrot on 
Hovmmbmr S mnd mmdm a 
SUPERHERO out of Andrew C 
Edney of London, Thlm c«l- 
backmd at ihidii venture 
wrmpm up Pmrt Two with thm 
following utterance from the 
furry gmngutmr: 'Wit' Caponm 
ou ft* dm wmy, t tmkm o*mr da 
town. 1 mm Public Enemy 
Humbmr One. Okmy. Mid, raid 
ym dad's liquor mtmmh. You 
earned ir An ' it he dort t tlkm H, 
mand 'Im la mm'. 

No carrot » but no mtickm 
mithmr for thm runners up. In 
what't bmmn m good month for 
regulars 'contribution* John 
Wilson of Rochdale sen tin hit 
utuml tuparb solution sheet 
bomm ting a 8.26 pm, 
November 1 7 ttnith which 
wativtt hour* behind thm 
bucsv runner-up, Ted Webb of 
Hmntm (1.4Spmf. 

in thm Hovmmbmr issue of 
THE TRAIL SHHFWsaunv key 
untockmd m SUPERHERO who 
Will remain tnonymou* no 
longer, ft can now be rmvmmted 
that tha Shrewsbury key 
SUPERHERO ft none othar 
thmn M C Murray ofLmmd* so 
lot mil htm friend* who 
wouldn't batten him now be 
suitably c hastened! 
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HIRE'S YOUR CHANCE 
TO WIN A HOLIDAY 
OF A LIFETIME 

A ifl nta sttc week for two in Rome. 
Combine the e x c iteme nt and spectacle 
of the World Athletics Championship* 
with the sights and pleasures of" one of 
the world's most beautiful i ittes. 





WORLO GAMES 

CBM bV 1 28 C *i»e»r ti.99 

Aimir.wi C*u#ttc tSM 

Vfhi t rum 4flft Cai*eh> »,» 

ALui SI Dfet 04,56 

Your Holiday includes 

IF 



rjjU Lit w 




Rome is a Irving vibrant museum with its 
20O0 year old past stamped all over its 
modem 20th century face, Vis.it the 
ancient Colosseum, scene of athletic 
prowess of another civilisation Gather 
with the crowds outside the Vatican, 
waiting eagerly for Sunday morning 
blessing from the Pope. Enjoy the 
hospitality of a nation renowned for it's 
friendliness and for living life to the full. 
Romeisnot all museums and history, 
its also a modern city overflowing with 
fashion, •■hopping and nightlife- From 
the moment you touch down loihe time 
of your final depanure your week will 
be crammed full with excitement and 



World Athletics 
Championships '87' 

Held every four years the Wof Id Athletics 
Championships rival the CWymprcs for 
their prestige and competitiveness. It is 
one of the few opportunities for athletes 
to gain worldwide acclaim and for 
spectators to enjoy history in the making. 

How to Enter 

Simply answenthe three questions below 
and the three questions printed on the 
pac kagmg of the game "World Games', 
complete the entry form and return all 
items to the address shown In the event 
of a tie break the most original com - 
plelion of ihe caption, as determined 
by the judges, will be the winner. 



W 



The winning prize includes two air 
tickets to Rome, hotel accommodation 
for one week, two tickets for the World 
Championships plus £100 spending 
money. 

Runners -up Prizes 

The 25 runners-up will each receive 
copies of Supercycle and Winter Games 
for either the CBM M/l 28, Spectrum or ' 
Amstrad. 





RUNNERS-UP 



++* Competition "*** 



RULES. 
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PRIZES ^" *% PRIZES 

• Complete i he quesnony and caption bdo* together wrth the ^ ^ 
^ complied questions from the packaging and return to ihe address bekiw V 
^ Alt vntricv mint be received no l*te» Kiwi J t <j Mart h I ( »H" ^ ^ 

• ^V 

y Question 1. How many hilk ^^ 



. 



f Question %, In what vear was the Roman invasion of Britain 
^ Quettion 3. Who painted the renowned ceiling of the Sistine Chapel * 

• Caption (trwnpitft? m not more than 25 wordsl Rome b an appropriate venue tor the World Games because 
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Name 



km 



Address 



Tel: 



My computer i<- a 
U.S. Gold Ltd., Unit* 13 Holford Way, Holford, Birmingham BS7AX. Tel: 821 3M 33W 







SQhow'stheNewYearlreatl^gyou^ •madeafewNew Ycai 

Resolutions and managed to keep Ihom up until now' 

on my ll»t»s to keep a sharp eye on my ZX Printer so that the POh I 

I have any mistakes in them ewer aq I we also promised 

myself that I'll cut down on the frequent v CRASH teem 

members make to LtKl low's (rtdi.m I 

Waist bands ant expanding ttle too much for comfort at the 

moment. My last resolution is to start being nicer to the poor put- 
upon Comps Minion. Ho more fights with Girlie perfume and no more 
stapling bis jumper lo the table when he i 3 , He'sgoinQ 

a diet too because he's getting a bit porky ar ound the midriff as well! 

I hope everyone enjoyed the Christmas Special Tips. 1 had a quick 
peek a! C&VG's Christmas pamphlet to see if there was any reaction 
fr am Melissa Gravyfrain. Poor girt seems to have been frightened 
into silence by the prospect of Graeme and I stomping down to the 
CAVG dungeons to pay a social visit. But do not worry, gentle reader: 
you'll be the first to hear about our eaploas in the pages of CRASH 

Once again, the Playing Tips section is packed. Lots of POKE-, and 
acres of Tips, not to mention the odd map or two. Top Tipster tj 
month Is a very ambiguous person who callshim&elf '- ind 

comes from Fife m Scotland, He's sent in an ingenious loader which 
can be used for quite a number of games, as long as you have the 
relevant data bolted onto the end. This makes typing in routine* a lot 
less of a bind so he wins the £20 worth of software this month for his 
POKEs on Cobra, Fairttgttt Hand Bobby Staring. 

Cartographer of the Month goes to from Littieover 

in Derby for his maps of irrioVum. We've got the firal five Dread- 
noughts on page 64, and next month there'll be snoth was 
a hard toss-up though between that and Alistair Rot; r oof 

vMage ceded Shepton Beauchamp v. 
r set Ther e f s also a map of Dandy trw 
from two individuals who call them solve* 
Gotad ■(•■ 



HEARTLAND TIPS 



Here's the solution to the first 
four levels of this game, which 
was the subject of a main map in 
me Christmas Special, it I'm 
generous (end K some- 
me In some tips for 
the remaining two levels, bwah) 

II include the rest next month. 
Anyway, many thanks to John 
Wrtiaker and Jeffrey Duncan who 
live in Belfast for these tips. 



LEVEL ONE 

In the room at the start of the 
game, wait for your hat to 
a pp e a r, get ft and go aa far left 

aa possible. Walt here for the 
book. Pick It up and go right until 



you get back to your bed- Oo to 
the door on the left, turn to face 
outwards towards the screen 
and go in. Go right as far as pos- 
sible and the book In your Inven- 
tory starts flashing. Waft here 
until the page drops, Get the 
page and retrace your steps 
beck to your bed. Go to the bed 
and press fire and you proceed 
to Level Two. 



LEVEL TWO 



Go to the door at the left of your 
bed, face Inwards and go 
through. Go to your right and 
into the next room. Go through 
the door on the right-hand side 
and go through it. The book 
starts Bashing here, so wah until 
you get another page. Go to the 
door you just cams through and. 



facing outwards, go through it. 
Now go to the door on your right 
and go through it. Go left In the 
next room go through the door 
on the left Go to the bed and 
press fire. You now proceed to 
Level Three. 



LEVEL THREE 



Op left from the bed . Go through 
the door on the right of the next 
room and enter it facing out- 
wards. Go right twice from this 
room and watt until a page falls. 
Get the page, go left twice and, 
this time facing inwards, go 



Oo through the door on the right 
of the bed facing outwards. In 
next room go through the 
thin wall on then left then go left 
again. On the following screen 

!|o through the door on the right, 
acing inwards. Go through the 
door on the left, then go left 1 
through the door on your right. 
Then go through the wall and 
through the door on the right. In 
the next screen go through the 
door on the left, then the door on 
your right, Next go through the 
wall on the left on the next 
Screen and wait here until the 
page falls down. Get the page 
and retrace your steps to the 
bed, Press fire and to go to Level 
Five. 

Some additional tips: on Level 
Three the spacemen don't come 
to life again; on Level Four the 
walls are so thin you can walk 
through them. The Bubble Spell 
replenishes your energy and 
small Star Spells make you 
invisible, big Star Spelts 
decrease your energy and f Inalfy 
the comets or Fireballs are the 
best weapons to use, 



ANTIRIAD SOLUTION 



Way back In November, Dan 
fvwone, the elastic -featured 
designer horn palace came to 
CRASH Towers to show us The 
Secret Armour of Antiriad, 
Although the game narrowly 
missed getting Smashed by the 
CFtASH Reviewers, some 
people are still having mucho 
probtomettes with It. Never fear 
though, because Jethro Parkins 
from Crawley In West Suaaajt 
has sent In the complete solu- 
tion to help you locate the secret 
armour which you so deeriy 
seek. You should be able to 
finish the game into the bargain! 
Hope I've managed to d eci phe r 
your handwriting correctly, Jet- 

From the start go left or right 
depending which side of the forest 
you start on, but first collect the 
stones as these are rnvaJuabta. 
When you reach the room with the 
armour rump vertically onto the 
pedestal, than rump across onio 
the ledge with the armour Enter 
the armour and wait until you are 
back up to full strength. Then go 
left five times until you reach a 
room with a tree, two platforms , an 
energy reeha/oer cell and iwo 
aliens (one red, one grew). Kin lhe 
two aliens and then rump onto the 
lower platform. Now jump to the 
nght onto the higher platform. 



Jump to the left and go through 
two screens (one directly above 
and one left and above). Land on 
another platform Kill the red 
aliens, then jump left onto the left 
platform. Then jump right and land 
on a floor lever Km the two aliens, 
then jump left onto the central plat- 
form Avcxl the purple monster 
and lump up left again, collecting 
the anti-gravity boots. Then go 
nght of! the screen, drop down the 
hole and go nght until you find the 
armour again. You can now take 
off. Go up, up, up again, (don't col- 
lect the energy can yet) right, nght. 
collect the pulsar beam, left, left, 
left, shoot alien, up. lake left-hand 
aaft up, right, {shoot aliens), up, 
shoot alien, exit armour, coked 
energy, left, shoot aliens, collect 
implosion, move right, enter suit, 

down, left, left, shoot aliens, col- 
lect energy, up. left hand exit up, 
left, left, left, up, up, nght. coaact 
particle disrupter . left, left, collect 
energy, up. up, left, collect energy, 
up, up, (between two peris of 
machinery), stand in between the 
two flashing gloves and you've 
done it, You get the message "De- 
struct sequence initialised Five, 
four, three, two. one". (Lots of 
flashing and noise). "The oppres- 
sors are defeated. Your race a 
*-- - I* 

Cooo, makes you feel good to 
be alive, eh? 
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FAIRLICHT II POKES 



^ 



hapless Isver where the original 
f .nrl.oM latt off Thi* Iiim tsvar 



ii given another chance to free 
the land Of FwrhghL This *« no 
easy task, but do not despair for 

help i % at hand 

A crtuAky letter from 



seems Ml to solve al your prob- 
lems This daw chappte he* 
developed a special loader 



■:Wl:l !i UiMi >HhH 



r elev an t game data Simply type 
m th« loader down to line 99 and 
than tack the relevant DATA 
onto the end m the lornt of tan* 
iQQ Than type RON and atari the 
game tape. Alternatively the 
program can be saved on tape. 
M thrs is tha case LOAD -" the 
loader and than MERGE the 
**tr a DATA end then RUM Easy 
ah 4 

has sent m I 



sets of POKEs and each set 



l I ■ M "Mi H ■: T»t T 



loader If you save the loader to 



lingers Anyway, enough ofthts 
lechmc a l waffle and here's 

contribution lot Fak- 



mfintie energy, open locked 
doors end enable you to carry 

any wetgni* 
Type this in first jit's the spo- 



rautines)- 

1 CLEAR 65000 LET 1 

Z f Oft a 64223 T0 1*9- READ* 

IF s 999 THEN POKE Ml LET 

t I • v NEXT a 

ZIF* (THEN PRINT ERROR 

IN DATA": STOP 

9 RANDOMIZE USR 54225 

10 DATA 24.46.33,89.5.93 
15 DATA 22250,1. 134. 0.21 3 



20 DATA 237.1 78235,35,35 
25 DATA 34.95,250.46.122 
30 DATA 112.46.215.1 16,46 
35 DATA 207 ,54.166.33,38 
46 OAT A 210.34,126,250,225 
45 DATA 49.61251.221,225 
50 DATA 209. 191 ,55,8.249 
55 DATA 233.49.65251 221 
60 OAT A 225.209,59.225, 193 
65 OAT A 205.29,251 24,43 
70 OAT A 22 1 .1 10,0. 1 24 , 1 70 
75 OAT A 171221,172221 
90 DATA 173,173,221.119,0 
65 DATA 124.203,99,40,3 
90 DATA 129.131.146,128 
95 DATA 103,221,3527.122 
» DATA 17942.225201 

LIST n and then type the extra 
OAT A tor FairtigM it 

100 DATA 244.63, 10,186.0.91, 
252. 156, 160. 165. 141, 50, 221. 
1 18. 62, 24. 50. 77. 125. 50. 1Q», 
122.195,0,91.14903 

Now press RUN and start the 
Fjirfigtit 'flap*. 

Don't panic because the screen 
looks completely corrupted and 
■1 seems as if ihe game isn't 
loading - be patient and let the 
tape finish, If you listen carefully 
you can hear the Fmtriight H tune 
very faintly. Press enter and the 
game appears as ft by magic 
tsvar now has infinite energy 
and is able to open locked doors 
and carry enormous objects. 

Cooo. 'The Skunk* says that he 
will send in more POKEs which 
can be used with his Special 
Loader, so watch this space (as 
they say). It looks as rf the regu- 
lar hackers have got a challenge 
on their hands" 

Solution 
To Part One 

Vou really are being spoiled this 
month Not only are there some 
luicy POKEs for Fd/r/ionf //to be 
getting on wilh, bul now there's 
the route to comptele Part On* 
of the game. But don't thank me 
Gawd, dearie me no. P^fe' C 



M.m is who we have to thank. 
No- one has sent in a full solution 
lor Part Two ol the game - hope 



m time tor next Issue. 

Go right, down, down, nc 
ngrrt. no- 

town 

wt pot* 



KiTli l lPMli i t i 



rati art n tha room witti «*n- two 
barrels and a bubble. R<gtv 

itsoron U 
obe> t\ nolo G 

iha trapdoor, ngnt, down, ie>- 
nght, nghl Vou shoulu 
be tn a room wrth a potior 1 



use the 

'lelrapdooranc 
'o move onto Part Two 



COBRA POKES 



Using the Special Loader given 
to you by 'The Skunk' (see ft*>- 
light tf POKEs}. add this DATA 
on the end as line 100. This gives 
you infinita lives, although when 
I tested the POKEs I didn't get a 
full duck as 'The Skunk' had 
promised. Oh well, K stMl make* 
things easier for your Big Tough 
Guy. When the game is loading, 
the screen comptetftty corrupts 
but a» In FalrUght it DON'T 
TOUCH ANYTHING. When 
loaded, it automeUcalfy Alp* Into 
the game. Amazing, eh? 

Don't forget to type the spe- 
cial loader in first, and then add 
the following DATA: 

100 DATA 225, 61, S3. 166. 166, 
97, 86, 152, 02, 196. 66. 62, 163, 
50,109,136,62,201,50.187,154. 
33, 95, 251, 17,0,91. 1. 14,0, 213. 
237, 178, 201, 33, 200, 249, 17. 
254,256,1,33,152,237,164,196, 
16.175.18062 

BOBBY BEARING 
POKE* 



i don't think these POKEs have 
been done before hi Playing 
Tips, but I'm sure that you'll MM 
correct me H I'm wrong! Once 
again 'The Skunk' „ using his 
amaaing special loader, ha* 
come up wtth tome extra DATA 
to make sure that the time never 
goes below BOO. Type in the spe- 
cial toader (see Fttrtighi U 
POKEi) end then type Wilt extra 
DATA in at line 100 

100 DATA 188, 64. 183, 181, 0, 
«, 111,156,18.106. 110,64,36, 
80, 100, 109, 196.0. 91. 14989 

Tha screen will look completely 
corrupted, bul bear with It and 
everything works out okay. I 
wonder who this 'Shun*' really 
is? WW he/she ever reveal his/ 
her (Its?) true identity? (Could 
this be the Clark Kent of the 
compulerworkit) 



SPLIT 

PERSONALITIES 

CORRECTION. 

Ben Stone our resident games 
commentator has eventually get 
our ZX Printer fixed so there 
shouldn't be any more mistakes 
Mi the Playing Tips listings (as rf!) 
Anyway, here's a correction 
from a while back for Spirt Per* 
sonefrtres. For some totally 
inexplicable reason, I missed 
out a whole line of DATA Wei, 
deary me, H«re ft is m ail h* 
glory: 

1 1 10 DATA 6. 94, 33, 0, 

rt should all work perfectly now. 
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GREAT ESCAPE 
POKES 

iand 

.we getting even 

more industrious by the mmute. 

After ;ill thWf contributions In 

the Christmas Special 1 would 

have thought that they would 

have been quite worn out - ARE 

THEY HECW Even after trie 

imas festivities they arc 

still raring to go »nd churning 

n.r POKES. This routine is 

lor The Gr*«f Escape d you're 

TOO tazy to try the different pe*- 

mutations in order lo escape. 

These POKEs get nd of oil the 
guards, dogs and prisoners. 
However, don't attempt to 
escape without the right equip- 
ment or else you'll Mill be slung 
in solitary* Completing this one 



some mistake there lads?? 

10 REM G SMITH J BEAN D 

AUSTIN 

20 REM THE GREAT ESCAPE 

POKES 

30 CLEAR 65536 

40 RESTORE 

50 LET tot 0:LETw t 

€0 FOR f 49964 TO 50130 

70 READ ti: LET to I tot w'a 

BO POKE f .«: NEXT ■ 

90 IF tot 19480 THEN PRINT 

"ERROR IN DATA": SEEP 

STOP 

tOO PRINT * 1 AT 1,7; "START 



ESCAPE TAPES 

1 10 RANDOMtZE USR 49964 

1000 DATA 221 . 33.203. 92. 1 7. 

234,6,62 

1010 DATA 259. 55. 205, 66. 5. 

210.64,195 

1020 DATA 243. 237. 94, 33. 109, 

195,229,33 

1030 DATA 200. 96. 229. 51 . 51 , 

17,3,252 

1 D40 DATA 1, 49, 3. 33. 253, 94, 

52,202 

1050 DATA 237. 79. 195. 200,96, 

33, 135. 195 

1060 DATA 229, 33. 39. 252. 229, 

51.51,17 

1070 DATA 49, 252, 33. 49. 252, 

13 3 

1060 DATA 62. 210. 237. 79. 195, 

39,252.33 

1090 DATA 49. 252. 17, 193. 136, 

.0 
1 100 DATA 237. 1 76. 33, 21 2, 1 38. 
34,217, 138 

1 1 10 DATA 34, 221 , 138, 33. 202, 
138,34,229 

1 120 DATA 138, 33, 239, 138. 34. 
249.136,52 

1 130 DATA 195, 50. 13. 130. 33, 
181, 195.34 

1 140 DATA H. 139. 195. 193. 138, 
33. 224, 255 

1150 DATA 34. 200. 264, 62. 195, 
50.199.254 

1160 DATA 33. 206. 195. 1. 15. 0, 
17.224 

1 1 70 DATA 255, 237, 1 76, 1 95. 
147,254,62,201 
1 180 DATA 50. 43. 200, 33. 229. 
254.195,202 
1190 DATA 254 



THE GREAT ESCAPE: MORE TIPS 



Last Issue I printed some tips to 
help get you started on ocean's 
The Groat Escape. As you will no 
doubt haw gathered, there are 
various way* lo complete the 
gams Involving different objects 
and different escape route*. 

Hugh Miift**. and Kevin Ewan 
have discovered Oils way out of 
the Prisoner of War camp whkfi 
I thai pass on to you. Sorry I 
couldn't use your map lads, but 
It has already been done! 

First get the Rod Cross parcel. 

Open -i and take the money to a 

guard and drop it. The guard 

should put you in solitary contra- 

merit. Now get the wire cutlers. 

Take them to the fence opposite 

the tunnel marked in red. cut the 

fence end go into the tunnel. Keep 

you come to ft 

a spade In it . Pick up ihe 

spade, take it out of the tunnel and 

o wire. Go to the hut you 

started out m f ~"-. ■'• f| e stove 10 

one Side and go into the tunnel and 
drop the spado and the wire cut- 
ters. Now get the key and go who 



room >rch and pick it up. 

Take • ' iut and put it in the 

tunnel Now wait until the next day 
and get the Red Cross parcel. 
Open it and get the papers. Take 
them lo yoi I put lhe r 

frit- tun ' jnlii the next day 



X 



**| _ I _ I I" f 1 'frffft 



.1 






|W*£» ) ) .J I ■ H 



J 




(or get taken to solitary because 
it's Quicker!) and get the next Red 
Cross parcel Open it and get the 
compass. Tak- 

drop it. Slay m the tunnel and pick 
up the spade and the torch. Find 
the part of the tunnel which had 
collapsed and djg through rt, than 
rjrop the spade. Take the wire cut- 
ters, the papers and the compass 
to the end of the tunnel. Cut the 
wire, drop the cutters, pick up the 
papers then go beck for the com- 
pass and take rt outside the wve. 
Drop the cutters, pick up the pap- 
ers and wah do*n and vo<Ja, you 
should have completed the game 
and beiastmg the sweet air of free- 
dom 1 



WAR POKES 

Once again Phil Churchyard has 
been attacking some more 
games. The latest lo fan under 
OKEing lingers is War, thai 
dastardly shoot em up from iub 
l n fact , ihe last ttmt I heard 
It om Mr Churchyard he was still 
reeling Irorn too much Chnn- 
mas pudding. But then again, we 
mo the intensive diet sea- 
son now' 

Type this routine into your 
Spectrum and press RUN. H 
gives you infinite lives in both 
versions of the game. 



tO CLEAR 65504 

20 BORDER 0; INK 0; PAPER 0. 

CL8 

30 LET TOT 

40 LET WEIGHT 

50 FOR i 30000 TO 30124 

60 READ a: LET 

lot mi - weight • a 

70 POKE i, a: LET 

weight weight i 

60 NEXT. 

90 IF TOT 912656 THEN 

PRINT " ERROR IN DATA 

BEEP 1.0 STOP 

100 INK 7: PRINT AT 21.9. 

"START TAPE 

HORANDOMLZEUSR 30000 

1000 DATA 205.90.117.33.162 

1001 DATA 92.1.58.0,205 

1002 DATA 232.25.205,90.1 1 7 

1003 DATA 62,58.50.123.93 

1004 DATA 62.25 1,50,8.95 
t0Q5 DATA 6U1 7,50,1 1,95 

1006 DATA 33.1 12.1 17,17.0 

1007 DATA 64.1,61.0,237 

1008 DATA 176.201.221,33.0 

1009 OAT A 91. 17. 17.0. 175 

1010 DATA 55.205.66,5.221 

1011 DATA 33.0.9 1.42.63 

1 1 2 D ATA 92,1 95, 1 1 5 ,8,62 

101 3 DATA 252.50.174.252,62 

1014 DATA 209,50,177.252,33 
1015DATA 163.2A2, 17,0.128 

1016 DATA 1.232,3.237.176 

1017 DATA 33,0. 126.34.216 

1 1 8 OAT A 252 .33 .36,64,34 

1019 DATA 30.253.195.209,252 

1020 DATA 33.54,64.1 7,225 

1021 DATA 255,237,63, 156.255 

1022 DATA 1,7,0,237.176 

1023 DATA 195.51,255 175.50 

1024 DATA 169.144.195,102,141 
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HAVE YOU GOT 
WHAT IT TAKES TO BE A 




Top Gun puts you in the fighter pilot's scat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow J or 2 
players to play head to head, or against the computer. 



V 



Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20 mm rapid fire cannon. 
Can you feel the force! 
Top Gun mavericks! Enter the danger rone. 



£7.95 



SPECTRUM 




£8.95 



AMSTRAD / COMMODORE 



Ocean Software Ltd.. 6 Central Street, Manchester M2 5NS. Telephone: 061-632 6633. Telex: 669977 OCEAN a 
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ACADEMY TIPS 

Lee Paddon la our currant cha mp 
at this monster gam* from cm.. 
However, even Na cone ad— 
that ha hasn't done quite ae well 
as Camrto Mesias who lives in 
Leicester. Mr Mesias has sent in 
some tips to get any serious 
game player through to Mission 
Four. There's also a sketch map 
of Level Three, which is quite 
necessary as this happens to be 
one of the hardest levels. 

Now I mutt make an apoiogy. 
Camito was responsible for the 
Dynmmtto Dan II maps we ran a 
taw months ago and I credited 
the wrong person. Awfully sorry 
and all that chaps, but you Know 
how over-worked I am these 
days- Whinge. moan, complain, 



MISSION OHM 

"If ft Moves ..." 

You find that your base is sur- 
rounded by four sets of Light- 
houses in pairs. Do not destroy 
these as they are necessary for 
navigation. Design your own ship 
with as many of the following 
characteristics ea possible: good 
ins&s: scanner, 4 bombs: d mts- 
s*tes; some ammunition; a com- 
pass; good main drive, Then fly 
around close to your base and get 
rid of anything that isn't one of the 
Lighthouses. 

Return to GLV and then equip 
Fly out in between the sets of 
Lighthouses. When you find a ship 
Steer towards it, but slow righl 
down. There ate groups of ships 
which thrash you In close combat, 
so stop and pick them off one by 
one. If at first thay don't come 
towards you, inch closer and that 
should tempt them into combat, 
Use up ali your missiles against 
Bw and than turn towards GLV 
(lis* ADF) and bum. Change view 
to rear and Keep shooting. Drop as 
many bombs as possible and be 
careful that you don't crash Into 
GLV while facing backwards (now 
that would be embarrassing!) 
With some luck the bomb will 
detonate your enemy's ships. If it 
doesn't, return to GLV. re-group, 
re-equip and repeat. 

Repeat this manoeuvre for each 
direction of the compass, destroy- 
ing Lighthouses so that you know 
where you've been, You should 
easily get a pass On this level. H it 
gets dark, return to GLV and wait 
five minutes until the sun rises 
again. 



Red Dawn 

Use the same ship as in Mission 
One, but add Jump/door unit, UR 
or flares, and 8 rounds of ammun- 
ition. Do not shoot the lump pads! 
Thisiscrvclal, 

First d&ttroy everything around 
the GLV except the jump pads. Re- 
equip end lump somewhere. You 
find yourself at one of the out- 
posts. Locate the robot factories 
and keep well away from them 
until the very last minute or else 
I they'll thrash you. Shoot every- 



thing else. Fly between the fac- 
tories, bombing as you go. Use 
ADF to return home once you are 
sure that the factories are gone 
(use scanner). Use your ammuni- 
tion because the robot factories 
lob robot missiles ai you very 
quickly indeed. If you run out of 
ammo then bum home, but face 
backwards so that you can use all 
the missiles. It's a long drive home, 
bui don't panic as there is enough 
fuel for a two-way journey. Re-fuel, 
repeat and re-equip and head 
back to get the other factories. 

MISSION THRMM 

Meltdown 

This la probably the ha/desl of the 

first four missions and use of the 

map will be a great help. 

get a new ship with: high shield; 

high lasers; high amm'i; 4 bombs: 

scanner; a compass; missiles . . , 

Avoid the mines which are 
shown on the scanner as lour dots, 
close together in a small square. 
Shoot these while they are still at a 
distance. Every now and then stow 
down, stop and took at the scan- 
ner, Anything still moving is a ship 
or a missile so blast it before it gets 
you. Avoid the fortresses H possi- 
ble or bomb them if you have to 
{remember fop get well away from 
the explosion yourself or it'll be 
bye-bye Skimmer) 

The volcano- shaped objects are 
■ndestructabla and NOT the reac- 
tor* so don't waste your ammo on 
them. The reactor is shown on the 
small map of this level- Time is the 
most important thing in this mis- 
sion, therefore you can t do the old 
trick of waiting for the sun to come 



up- perseverance is the only thing 
that will get you through this mis- 
sion. 




MtSSIOH FQVR 
Seftfy Softly 

This mission Is dead easy (accord- 
ing to C Mesias!). Lisa a ship with 
good lasers, main drive, shield 
scanner and a compass. Follow 
^he corridor of mines carefully and 
repeat the process of stopping 
and checking i he scanner for ships 
- there are a few. When you get to 
a comer be careful not to turn into 
the mines. For speed, try to use 
missiles on ships attacking you. 
Remember, scoring is on a time 
basis, but dock very carefully at 
the end or you may waste it all! 

GENERAL TIPS 

1) Use low power steering - it is 
easy to control. If you become sur- 
rounded , change view to shoot the 



ships rather than turning around. If 
mere is something in your way - 
for example a building - then stop, 
otherwise you needn't change 
your flmhi path, 

2) Bombs are extremely useful , but 
you rarely need more than four 
because you can only release one 
at a time and you can re-equip 
after destroying something by 
returning to the GLV, 

3) If ships are attacking you from a 
good distance, stop and pick them 
off with lasers and missiles. If sur- 
rounded, drop a bomb and bum 
away, changing view to shoot as 
many ships as possible, They fol- 
low you and a bomb may well get 
rid oif the lot of them . 

4). In The buildings (GLV for exam- 
ple} you can abbreviate 1 he written 
commands by adding a full stop, 
9} For realty high scores, don't 
dock wflh the GLV tf you have 
85%-89% as ft adds 5% and you 
wai be forced to and the game, 

6) Don't shoot the lasers aJmlessfy: 
make sure that they are going to 
hit something before you we, 
Using this method the lasers won't 
overheat too much. 

7) Mines are deadly, so shoot them 
from a good distance. They are 
often grouped in fours in the shape 
of a square (but noi always;. 

8) When you complete a mission 
with more than 90%. save the 
game so that you can toad it in the 
next time you play Academy. This 
way you can save a lot of time. 

Maybe Camilo will send In some 
more tips tor the other missions 
In Academy so they can go in 
next issue (creep, creep}. 



AVENGER THE MAP 




I v v I mm 
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ZUB SOLUTION 

What noise do bees make when 
they fty backwards? Zmn - 
Zrub Ho, ho. This rather strange 

involves jumping on platforms 
and l c ic porting to strange lands, 
and all because the Emperor 
w^niv hi* jewels back, 
J Preece from Canrtocft in 



Starts had no problems com- 
pleting h« mission - hare's how: 

TogettoZub iQ;wuJtiAr>*<y*i« it 
>s neoes: 

see* jch one ■ 

i 

you can 

and hi > ■ 



LOCATION 



t 
1 



MIDDLE 

•OPT 

2 

2 

6 



RIGHT 
? 

4 
3 

6 
9 

B 



DANDY POKE 



some POKEs to go with 
the map and make Dandy Just 
that lime bit easier. Once again 
the routine la from the dextrous 
Phil Churchyard. Type the routine 
In and then pre** RUN and 
everything should be fJcketty 
boo and generally okay. 



10 CLEAR! 

20 PRINT AT 21 ,8; "START 

DANDY TAPE" 

30 LOAD* 1 "CODE 

40 RANDOMIZE USA 23407 



50 RANDOMIZE USR 23410 
60 RANDOMIZE USA 50000 
70 POKE 23081 ,49 
80 RANDOMIZE USR 23404 
90 POKE 35972,201 ; REM 
STOPS MOVING CREATURES 
100 POKE 27SS8.0 ! REM THOR 
INFINITE TIME 

1 10 POKE 27847 .0 : RE M SHEBA 
INFINITE TIME 
1 20 POKE 27801 .33: POKE 
27802,232: POKE 27603,3: REM 
THOR INFINITE ENERGY 
130 POKE 27850,33: POKE 
27661,232: POKE 27852.3: REM 
SHEBA INFINITE ENERGY 
140 RANDOMIZE USR 25500 



CL1FFHANGER 
POKES 




Some time ago mew gene ratio* 
software released a strange 
gime called Cfrfrhenger. ftbaei- 
calty involved pushing boulders 
and other large objects onto 
nasty cowboy*. Very sick. Any- 
way, Uam Hudson end Tim Dun- 
can from Middlesborough have 
sent in the** POKES for up to ■ 
hundred lives for the big mean 



hero Cliff. Simply type them into 
your Spectrum and pre** RUN, 
When the game has loaded Cliff 
should have a slightly easier job 
on his hand*. 

10 REM LIAM HUDSON AND TIM 

DUNCAN 

20 REM CLIFFHANGER POKES 

30 BORDER 0: PAPER 0: INK 7: 

CLEAR 25659 

40 RESTORE 

50 FOR B 23298 TO 23300: 

READ A POKE 8 A: NEXT B 

60 PRINT: PRINT"START CLIFF 

HANGER TAPE PLEASE" 

70 RANDOMIZE USR 23296: 

RANDOMIZE USR 232290 

80 POKE 65604, 201 

90 RANDOMIZE USR 85280 

100 INPUT "NUMBER OF LIVES 

(1*100)"; A: POKE 26515, A 

1 1 RANDOMIZE USR 25860 

1 20 DATA 221 . 33. 1 7 1 , 264, 17, 

48, 1, 82, 255, 55. 205, 86, 6, 201 



Thai "s (hat for another month , Lei 's have Ihose maps and tips rol Ling 
in. Keeps the Ludlow postman fit you know! How about a map and 
hpa for part two of FwrttgM II or a map of nfosforeru? 

Once again it's apology corner. Apparently I didn't credit Phil Chu* 
i hyord for his Umttum POKEs i.ts1 issue. Chris Wild did the first set 
of POKEs bul it was the young Mr Churchyard who dkJ the {iridium 
POKES Mark II. Sor-eee. 

Also. H you want any maps returned, please could you enclose a 
stamped addressed envelope? Just like the old days of Vision On, 
eh? 

Mark all correspondence to HANNAH SMITH, CRASH PLAYING 
TIPS. PO BOX , LUDLOW, SHROPSHIRE. SY8 1 0B 
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The I.A.R.E. needs you*- NOW, " 
As one of the Qhosen Few you 

manage 8 planets in sector 63/3 

.Quadrant 2/ 
Burn out the aliens in vicious 

dog fights, trade and climb the 

ladder to fame and fortune. 
Can you find the elusive Astralan 

killer, Agent Orange? 
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The Aigus Press Software Group 
Victory House, Leicester Place, 
London WC2H7NB. 
Telephone: 01-439 0666 




ctrum, CBM 64, 
d: £8.95' 



TOP THIRTY FOR 
FEBRUARY 



Ihtaa new entries this month are Gotdun Oldies - ST ARQU AK£ , TU BBO 

ESPRIT and SABOTEUR, while five more games make their debut 

appearance When It comes to GAUNTLET 'clones* DANDY clearly has 

the edge at the moment, arriving at the 1 5th slot, leaving D RU IO trailing 

at the bottom of the chart. What will happen when the votes tor the real 

thing arrive? URIDIUM and GREAT ESCAPE bound up from the bottom 

as JACK THE NIPPER starts what could prove to be a serious elide. The 

lads from Walsall still dominate the upper echelons of the Hotline 

this time GHOSTS AND GOBLINS changes places with PAPERBOY. 

Oliver Leeds from Tonbrkfga coitects the first £40 worm of software 
wt away on trw* Hotline in 1987. As usual, a quartet at runners up col- 
ttmr shirts and hafa: Stuart ffothwatf from Washington, Martin 

Barrtatt ftvm Nawton Abbot. Paris Namggotan from Hortay, and hror 

Rowland - our sola ovtnaas rapraaatttmthm - who sent his votms aft the 

way from County Mayo. 



The HOTUNE AND ADVENTURE CHART compiled from the votes 
of CRASH readers is the most realistic chart (or gauging the pt 
Janty of Spectrum games — it is the games that are being played 
that get the votes, not the games that are in the shops this week or 
month. 

And the votes are important. It's up to you to h aw what 

you teal, so till m the voting forms that live on the Results pages and 
make your voice heard. Well, make your writing readabi- e's 

no longer a phonefine voting service 

If you don t want to carve up your copy of CRASH, we understand 
Use a photocopy if you like, or copy out the oV n the voting 

forms onto a nice clean sheet of paper and se» " stead 

Apart from the satisfaction of registering your opinion, there's 
always the chance ol winning a rather interesting prize. Once the 
information has been taken from the forms we receive during the 
course of the month, ten voting slips are drawn out for special 
consideration by Auntie An. . e from the Adventure Ballot Box 

and five from the Hotline Ballot Box. 

A lop pn2e of £40 worth ol software (your choice, not ours) and 
a CRASH T Shirt is awarded to the first slip out of the draw from the 
Hotline votes, and another £40 worth of goodies and a Shirt goes 
to the Hotline Draw winner. 

Four runners up from each ballot collect a CRASH T Shirt and a 
CRASH Hat, so get those votes in to the CRASH HOTLINE and 
CRASH ADVENTURE TRAIL, PO BOX 10. LUDLOW. SHROP- 
SHIRE. SY8 tDB. 
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Hotline Top 30 


1 (2) PAPERBOY 


ELITE 


2 (1) GHOSTS AND GOBLINS 


ELITE 


3 (6) LtGHTFORCE 


FTL 


4 ( 1 7) THE GREAT ESCAPE 


OCEAN 


5 (29) URIDIUM 


HEWSON 


9(4) COMMANDO 


ELITE 


7 (7) ELITE 


FIREBIRD 


8(11) MATCH DAY 


OCEAN 


9 (3) BOMBJACK 


ELITE 


10 H FIRELORD 


HEWSON 


1 1 (23) DAN DARE 


VIRGIN 


12 (3) QUAZATRON 


HEWSON 


13 M COBRA 


OCEAN 


14 (20! TRIVIAL PURSUIT 


DOMARK 


15H DANDY 


ELECTRIC DREAMS 


IS (12) OREEN BERET 


IMAGINE 


17 W STARQUAKE 


BUBBLE BUS 


18H 1*42 


ELITE 


19 (10) BATMAN 


OCEAN 


20 ffl DYNAMITE DAN II 


MIRROfiSOFT 


21(0) JACK THE NIPPER 


GREMLIN GRAPHICS 


22 (28) TRAPDOOR 


PIRANHA 


23 (211 SPELLBOUND 


MASTERTRONIC 


24 ft a; PINO PONG 


IMAGINE 


25 H TURBO ESPRIT 


DURELL 


26 (16) HEAVY ON THE MAQICK 


GARGOYLE GAMES 


27 (14) BOBBY BEARING 


THE EDGE 


28 M SABOTEUR 


DURELL 


29 (24) EXPLODING FIST 


MELBOURNE HOUSE 


30 (-) DRUID 


FIREBIRD 



/ 



AttuaaMvh iro Trsrs &£% 



HEAVY ON THE MACICK *layB at trie lop lo* th* fifth consecutive 

■till be there in l9Bd? FAIRLIGHT II cames bounding info 

the charl at the mkf -point, chasing its Older brother which loses a liny 

bit of ground Mid slips to 6th position. LORD OF THE RINGS re- asserts 

rta popularity, rising 17 places and THE BOGGfT bubbles up to the 

Number Two slot. Nothing new appears m the chart this month, apart 

from Isvflf's continued adventure . . . surely the Adventure Chart isn't 

becoming a Closed Shop? 



Malcolm Sims, a dedicated' Mike Smgfetan fan collects the £40 of 
Adventur* Chart prira for February. Can ha hotd out wrth his voucher 
uflbtEye Of the Moon ok Dark Sceptre finally make art appearance? Hats 
and shirts are off to Stuart Rothwell (another Washington resident^Zak 
Stenhousetrom Sale, Ian Q ill ibrund from Form by, and, just to break the 
northern monopoly, N S Wilson from Godalming is in line for a bit of 
designer CRASH clothing. 







$ * 
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T Adventure Top 30 




i/fj 


HEAVY ON THE NUGICK 


GARGOYLE GAMES 




2.(91 


THEBOGGIT 


CflL 




3(2) 


KNIGHT TYME 


MASTERTRONIC 




4(5) 


FAIRLIGHT 


THE EDGE 




5(4) 


SPELLBOUND 


MASTERTRONIC 





6 (3) LORDS OF MIDNIGHT 



BEYOND 



7 (6) THE HOBBIT 



MELBOURNE HOUSE 



S (B) DOOMDARKS REVENGE 



BEYOND 



9 (26) LORD OF THE RINGS MELBOURNE HOUSE 



10 (-) MINOSTONE 



THE EDGE 



11 (20) GREMLINS 



ADVENTURE INTERNATIONAL 



12 (14) BORED OF THE RINGS 



SILVERSQFT 



1 3 (7) PRICE OF M AGIK 



LEVEL 9 



14 (22) TIRHANOG 



GARGOYLE GAMES 



15 j-i FAIRLIGHT II 



THE EDGE 



16 (12) REDHAWK 



MELBOURNE HOUSE 



M (13) RED MOON 



LEVEL 9 



18 (1 9) THE FOURTH PROTOCOL COTHUTCHfNSQN 



19 (13) SHADOWFlRE 



BEYOND 



20 (19) DUNDARACH 



GARGOYLE GAMES 



21 (18) PBAQOMTOUC 



HEWSON 



22 H SEABASE DELTA 



FIREBIRD 



23 (21) SHERLOCK 



MELBOURNE HOUSE 



24 (29) MARSPORT 



GARGOYLE GAMES 



25 H MIHDSHADOW 



ACTMSION 



25 M EWQMA FORCE 



eaoNo 



27 (24) HAMPSTEAD 



MELBOURNE HOUSf Hi 



28 (10) KEHT1LLA 



MASTERTRONIC 



29 H VALKYRIE 17 



RAM JAM 



30 H SPIDERMAH 



ADVENTURE INTERNATIONAL 



t> 



PR A WING ON / 

Lee Paddon coaxes a few dark secrets from John R icar 
from the confines of his warped mind every month 



Until Issue Six. CRASH had been 
carrying on nicely* dedicating itself 
to reviewing the latest in computer 
games. Light-hearted perhaps, 
Humourous hopefully, but fairly 
earnest nevertheless. Then aksng 
came Jefman, and nothing at 
CRASH Towers has ever been 
quite the seme since 

It all started owelty. No fanfare, 
no blurb, no introduction: he just 
appeared, suddenly and silenlty 
The original excuse tor the si rip 
was a game called Lunar Jetman 



isn't the name it once was. But Jet- 
man lives on, m tad if the Jatman 
strip misses an issue, there are 
howls of angufsh- it makes the rest 
of us toiling, minions at CRASH 
Towers feel really insignificant 
sometimes . . - 

So who is the warped mind 
behind this inter- galactic goon? A 
sign on the door of a Middles- 
borough studio proudly 
announces Richardson Freelance. 



Amongst John's other commi- 
sions are a strip featuring Tina Teit- 
ptpeior SUPER BIKE, and Pwfong 
for a CB magazine. Pwlong is. so 
John assures me. the Green God 
of CB (well the Greeks were a very 
advanced civilisation). Apparently, 
Pwkjng was bom deaf, and only 
the advent of C9 has given him the 
ability to hear. 

By way Of a complete change of 
style and emphasis. John also pro- 
duces a Famous Five strip for an 
Enid Btyton fanzine. "Fortunately. 
I only have to draw the piciures for 
this - they supply the plot line, it's 
published m Denmark and 
appears Vi lots of different lan- 
guages, its really weird to see your 



away dunng some of his duller les- 
sons, and decided he rather liked 
it. After a sped as a farmhand, and 
six weeks as a professional wres- 
tler, he got down to some serious 
drawing. "I couldn'l take to wrestl- 
ing, i! was quite fun, but rather silly. 
The whole tiling is stage managed 
- you rehearse what you are going 
to do and when. Its okay as long 
as you both remember your 
moves, What's worse is when 




(tost in the mists of time but 
recently released on an us oouv 
uiTttUTt compilation). Reviewed in 
the very first issue of CRASH, it 
got the highest ever "value for 
money* rating - a "perfect" 100% 
Obviously flushed with this suc- 
cess, Tim Stamper (the reclusive 
head of uawumi) deckled he 
wanted to promote the game with 
a comic stnp 

Tim had seen John Richardson's 
work in other magazines and com- 
missioned the strip from John, 
who explains hts involvement with 
the computer games world; "Tim 
sent me a copy of the game on 
tape. I tried loading it on my Sirius 
computer, but it didn't seem to 
work so I've never actually seen H 
In fact, the only computer game 
I've ever played since (hen is Star 
Trsk on my Sinus - that was so 
awful I've never tried to play one 
since. I must admit I've never met 
Tim. The nearest I ever got was 
when l he strip wag rather Tata and 
his father came to pick it up. " 

ULTIMATE GAME 

Since then Jatman has taken on a 
life of his own The game has faded 
from memory, and even ultimate 
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busy 

row car". 



toiling 



Inside I found John 
away on a strip for CuSTi 
Obviously aimed at a slightly diffe- 
rent audience, this follows the 
adventures of a superhero called 
Super C C and his topless assis- 
tant (no, she doesn't stop at the 
waist). Wall, what do you expect 
from these car freaks - they cant 
even have a motor show without 
spraying the place wrih scantily 
clad young ladies! 



HOUJ JMfci UX fi&U. UW W. 



speech bubbles tilled with some 
totally unheard of language, I sup- 
pose there must be a lot of Enio 
Blyton fans out there somewhere 
who just can't get enough of the 
Famous Five, " John explains. 



THE BEGINNINGS . 

It all started at school, m the small 
mining community of Eston. The 
young Richardson began doodling 
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INSPIRATION 

hardson, the man who allows Jet man to escape 
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you're meant 1o win. and the other 
guy decides he wants to impress 
his girlfriend and throws you 
wound 

"' My drawing was influenced by 
the late Frank Bellamy s work on 
the old Eagle comics. Its a pity 
realty that so many of the good 
British comic artists have moved 
to the US where salaries can be 
astronomic - just because the 
magazines have such huge circu- 
lations." 



OVER THE TOP 

"My first strrp was Phantom of 
Fells m BUNTY. The heroine was a 
teenage girt, and I his Phantom 
kept popping up all over the place 
Really terrible stuff, but they 
seemed happy enough, t then 
drew a strip called The MmnAwna 
in 2000AD- It was a futuristic 
American Football type game. Just 
about as far away from 8UNTY as 
you could gei. I wrote the plot for 
that myseH- the sport included 
rules like you were allowed to kill a 
certain number of opponents dur- 
ing the game, and all sorts of 
totally over the top stuff like thai. 

"Another thing which helped me 
to develop my style was having to 
fill in for other artists, My agent 
would nng up and lei I me that so 
and- so was ill, Or on holiday, and 
I'd have to quickly gel in to Ihe style 
of that artist This really helps you 
to learn from other people and 
gradually evolve something 
unique. As for plots, I like science 
fiction, particularly Arthur C 
Clarke, author of 2QQI A Space 




/ 



i*i 



Odyssey" 

Naturally. the uppermost 
thought m the minds of Jatmart'% 
many fans, musi be 'what's going 
to happen to him next?' Unfortu- 
nately the development of Ihe 
storyline is a closely guarded sec- 
ret, and as John keeps the plot 
locked in a safe deposit box in a 
highly secret Swiss bank . . . 
there's no way we can give you a 
sneak preview . . . 

Actually, that's a Big Fib: "I make 
it up as I go along. I start drawing 
the stnp and hardly know what's 
going to happen from ons frame to 
the next . , , if you've got any good 
ideas, they might come m handy ! ' ' 

So there's an open invitation to 
Jefman fans: if you wani to influ- 
ence the outcome oi your favourite 
Strip, write to John al CRASH, and 
we'll forward your suggestions to 
him. Who knows -they might even 
turn up m future strips! 

PAY CHEQUES 

According to John, the best thing 
about drawing cartoon strips is 
receiving the pay cheques - he 
looks forwardto them with particu- 
lar fondness. "The jokes are fun, 
but after I've drawn the thtng and 
lived with it for a few weeks, it 
somehow doesn't seem quite as 
funny as when I first thought of H . " 

John has no idea where a lot of 
the made-up words thai Jet/nan 
uses - like Bwah and Dongle - 
came from, but he suspects that 
there is a great deal of himself in 
the character. This sounds like 
rampant paranoia, because as 
John admits, the central theme of 
Jetman is that everyone is con- 
stantly trying to get nd of him - 
preferably permanently 

Fans of Johns work will be 
pleased to see that he Is going to 
have his own stnp in our sister 
magazine LM, m the form of 
Umquat The Afoen - defender of 
freedom, seeker of truth and |us- 
tice, President of the Galactic Tail 
Waggers Dub, seeker of wisdom 
and cheapo souvenirs, prannie Of 
the universe, galumphing gour- 
met, and general mental incompe- 
tent. He's also the owner of a ciep- 
ped'Out spaceship which keeps 
going 'Phui'. Oh yes. he just hap- 
pens to have a computer dis- 
guised as a rather curvaceous 
looking alien. 

1f1 his work, ^"^"^yrtrtn-rtr 

tS£* toblametheGrumlms. 

CRASH February 1 987 75 





WIN A 
GHETTOBLASTER ' 



20 Loony Balls on offer too! 



After a hard day at thsoffkx being allowed to play dunng working 
persecuted, your hombla Comps hours. U rm caught within a twenty 
Minion likes nothing better than to foot radius of a Spectrum, the 


me bach into the broom cupboard 
- Sigh! However, as soon as 6,00 


comes around and the spikey- 


wind down by playing a few com- dreaded Kidd or the Girlie Tipster 


haired ones have left for the pub, I 


peter games. Of course I'm not grab me by both feet and swing 


sneak back into the darkened off> 


FIND THE FOLLOWING WORDS: 


HORCA 


OR8IX INSECTOVORS 


CREW 


TERRORBALL DRONES 


CRYSTALS 


STREETWISE DROIDS 


IMPOSSIBALL 


AKLMCRD 1 SFGAEOBTRCVA 


1 NSECTOVORSPKCREWUGX 


MWJQXUNEYGLQWNARBDSH 


PIBQD MW 1 L T Z F J 


CPROMTV 


OPZHVHOVFS 1 YZ 


UDOUKDY 


SRGALTJFOMBUH 


VERNECH 


SFHDCGKOAAEBB 


PCBSTDQ 


1 XEHJCBDRCRVBOSAFEGP 


BTHICEYEIHXNTXRLPJQY 


ANDS 1 DUORB 1 XA 


ZNLQVKD 


L J LTTDJXKWLWMBQWHPCO 


LWKANRXVESZYWFDRO 1 DS 


SYLYIMEZUGAHG 


1 RFRBXZ 


CSTGRXDEL 1 FFKPOOCMNE 


ZPFMEDZHTOTQVANEARGR 


KQHMR 1 YKUWJCS 


F E J R J N K 


LNFOMXNIOGISL 


KSTPOHZl 


LVNJQWBRWSPSU 


tvuqiln! 


UENTOVUJMPPWEXVYWGZXl 


SLATSYRCAYHBZAQCBKOQ 


NAME 




ADDRESS 


1 
,,,, „,,. . „, , 


..POSTCODE ..„ 
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ces and Ham and blast away al 
those aliens to my heart's delight 

One of my favourite games al 
the moment is oomatw's Ortiix ihe 
Tarrorb&lt, released on their new 
1 1 111 I IMS! label. 11 involves man 
oeuvnng Orbix (a Tactical Planet- 
ary Warfare craft) around a hostile 
planet while at the seme time col- 
lecting spare parts tor a space ship 
and rescuing crew members. It's 
great - the Othx bounces and 
Doings all over the place h cer- 
tainty needs some concentration 
though. 

Sometimes Cm at the ottice 
blasting away wtth the Joysiick 
until 10.00f But atter that Mummy 
Minion gets worried so I make my 
way back home. One night after 
Mummy had made me a supper of 
Christmas cake and hot choccy I 
had the most horrible dream. 
Somehow I was trapped inside the 
Orbi* featured m domark's game 
and it was running wild, controlled 
only by a manic Girl* Tipster and 
the Crazy Mr Krdd Mot only ihat, 
but I was being pursued by giant 
insects and mechanical drotds 
who were all heH-beni on ensuring 
my swrft demise. To make matters 
worse, instead of trying to win the 
game, Smith aed Kidd were delib- 
erately trying to make me lose by 
ramming me into the wafts and 
making me confront my enemies. 
Just as the last W e in the game flip- 
ped to zero I woke up sweating 
profusely with my leeth chattering. 

Anyway, those n«ce people at 
POMAftK have deckled that ail the 
blasting, sweating and recurnng 
d re a ms are worth some reward, Ail 
you have to do is solve this word 
square by finding (he words listed 
below, which are all characters 
and features in Ottux The T&ror- 
batf There are some stupendous 
prizes waiting tor the winners. For 
the first correct answer pulled out 
of Hannah's Gifte make-up bag 
there's a fab Philips Holler ' Brixton 
Briefcase' (or ghettoblaster to the 
un-hip) For twenty runners up 
there are Imposs&ails The-* 
bouncy spheroids contain s 
weight so that when bounced they 
make all sorts of crazy patterns 
gimng the user hours of endless 
pteaaure. 

If you fancy winning, men get to 
it and find those missing words. 
Send your entry to 0RB1X (THE 
TERHORBALLJ COMPETITION. 
CRASH TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, ST3 
TD6 making sure that it arrives no 
later than 28th February, 




On Tha ConW Special - aw nary own 
OLIVER FTT5Y occypu* fly* Paget Star- 

puelra* mapped *nd there an ewne far- 
*pr* bokm Wa prate uwni gi«t 
UOfiCO loofci bar.h on ! »5 ROGER KEAh 

ttU TO HMHDIUUML SfWA^wftdpltll 

«*>mari(» (njrn If* nyit umi 



No»F*t»vary19 



CMXot of tha tnam A cntf mth m* wckm. 
immftin ActoutaedoaaotjETUAN iw. 
i* a wwu tmng a Nknja Id In) Spectrum 
TECHWCH£v><*i«t*FC*rrMnckJof>«xj 
aate faaflha to ZK BASIC Zea* na nno a* j 
p©* Saaevo I MWH the letliNM 





no wc fmRm jwo 

OON PfJlESTlf Y . creator Of Pcpffyr ami 

frapdotr mmwtd Murc Macfan* 
w w ma GAMES DAY njpon ovtw'i 

SomfKJ Samp**- urnpled P8M Optomam 
Ckreclory opened GEf*ES«S «*t nap prtJ- 

*i*-* lNiM»r)k*1irMM,. nipinw) Fqurvur 
and DynumttmQtr f?Tapa computed: my- 
anur Harp, and Hwc* Sett bare 



DAN MALOME. m* en«*i cw«nd Anohetf 
■ mnmw pj mmcwmo raleaaa *RQM 
bflMd ttWdpfQOQBOF Gider Fader Hd 
LyWtaCT maps rev— « j HHMIilKi 

ttinwwdi Spectrum Pint T*c prottarna 

ai^anwl The fmf f acer** AmA a pack 
Of I 



Ho 24 June IfH 

fril PBM MAILBOX and CRASH GAL- 
LERV StoeeCrun fctfencj Homegrown 
Mrrawa mannah sutth tr*n to «■*.- 
■*■ Convaatnnt ccrnpamd Mepao* Cj*j. 
Srftad SaftptatrandPertstartd?!* fan- 
WV* The OBCM, BKTH OF A SAME 

feature get* underway 



M«» July 1«M 

Mora CRASH- mam 

rtome anJ w " Software THJ &RTH OF A 

GAME Mm* tarty frrxrin Mr MlNSON 

rneeta gama dawomi'i man*, luna JET- 

MAN ralumf ramat*. Krtpm Tym* and 
Mnatrnappad Gr»osti And QpQana, Jat* 
!!*»» npfapAT aVfci3 SpMtm^ irrvipiaf rrKttaw lh# 



No » March 19H 

Huhritfl s cnau to the Gee mm naan 
A art Wo* al me Spectrum IJTrV rVheTt new 
onMoromtvOa rWwTtceaoT ■ MJbaan* 
On under aautjny MfmporT mega-map 

and ■ father *meeer diagram of Gurthpht. 
Hwm iHraaa Jn Parade* Mbum, and rttnfar 
Olmai are SMASHed 



NoJTApnlltM 

Mam » paor Pta^no te» SuppiemeN 
- rdudng Za*3* and Mpmy On The An 
meov t9B ftaadm Award* rawta, MEL 



NO 31 AuguaJHBSfi 

HANNAH oom wraaaVvandmapaJnarAg- 

nam.Maa^^fhaAaa^rtBfidJlBrtrAaNaj- 
par at in» aama uma* A look nto if* Or*. 

pun I iar Smciar LOKI rnytKt ««picded 
Emm ntfjrnaw PETE TAMLVN *Ur« 

rua bKik a) flote Pta^ng Comrjuler game* 
Vrordprooaaao' njwnd-up 



CpOuChCR ai t an r iap', 

and nuca ara que* On ItM *»W floUOd Up 

or lftH aamat A w#A MS ma faml Play B K 

Hal rjortvonton Bond Joe* 



SAC mwwad The A*u*c f>u optnad. 
■B . aoaai'tOAvtP6faTyiafaatXMWFia> 
and rnfcfty ST#a*> naparnng yow 

OUOSHOT ? 0*n £*> amyn< BobOy 
flaannfl. Ghoani aoq" Oooanj Got. CX»- 
orf and AetMr) AarUa gal rna cartogr aphc 



Ni>j8Havint 
Updai* on iha Fanma 
proMa and Aanefi pFawa*. 0c¥ Gwnpoaai 
VWao Mariac* SpaatuuncT and ff iSAD 
mappad Iraida etaaiM ■ SmcOmt 
FflCNrU« **t* Srratagybacli 

CMSHTlOHalUnE HanalyM **»fr*a 
I niop SMASH pf 1h» mono* 



No ft Octobar f*H 

JON R1TMAN - Mr Barman and Mr MaKfi 
OtjrlaHtl Tha GENESIS prmac.1 lh«it*og- 
rmrw«ngt»oy>» HUNTEfl S MWSON gp«a 
maajng- Mmtl -WChino SpacOvn COSTA 
P ANA VA rr» man hum mam ir«#r»irw«J 
MapaprOaviOaraBndCauklrQni Fan pan 
ol rJQurxm and Oynamaa aha jr pnapa 



I would like ro order the following CRASH BACK NUMBERS . . . 
Pla*w tjcfc Ira) coracl 0o« 

24Q 2SQ 2«G ??□ «G 3*0 SOD 31D 33D 33D 3*0 3C] 

BACK NUMBERS SPECIAL OFFERS! 

• Order THREE or FOUR ivwes at the same Time ■fid get 40 
pence off TOTAL COST! 

• Better still, order FIVE or MORE issues at the same time end 
get 20 pence oft EACH ITEM! 

PRtCES 

• ALL BACK ISSUES NOW £1 .20 EACH (Including PAP} 

• OVERSEAS ORDERS; £2.00 per magazine (they cost a small 
fortune to send) , 



Nam* 



PoateoOa 



Pta*M m*ka crwqueVpoita I orders payabNr Id CRASH. II is t»»l 10 avp4d 
sariding caah paym«nts. Ple»»a DO NO T anclo^e AMY ordor with mail to 
ItM EDITORIAL avda of Iha rrug*jjn« ■■ tW* will raauH In DELAYS' Sand 
your ordarm to d*a arMnaa below 



PLEASE DEBIT MY VtSA/ACCESS ACCOUNT t 



I wish to pay by Vtaa/Acces* (ddate a* appGubM)) 



Siona-tunj 



E»p*ryOwt« 



Phmm Ch^roe My Account No: 






n 




Numb*r of raaua* or fl awed 

L*a* dracoum rf appiicaM* 

TOTAL COST t 

I enctoee a CHEQUE or POSTAL ORDER for the TOTAL 



BACK NUMBERS, 

CRASH MAGAZINE, PO BOX 10, 

LUDLOW, SHROPSHIRE SYS 1 DB 



c 
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RESULTS GALORE 

What better way to start the New Year than with a spot 
of catching up? Although your faithful Minion sorted 
through al) the entries for the competitions we ran in 
the November issue in good time, there wasn't room 
to print the results in the Christmas Special. Then, as 
soon as I came back from my over-short Christmas 
hois, It was time to sort through the piles of post that 
had arrived for the December competitions. So here's 
a bumper dose of results - and I'm off to soothe my 
sore competition-envelope-opening fingers in some 
cool mop bucket water . . . 

PIRANHA'S TRAPDOOR OPENS 



What tot Of scary creatures you 
showed me! I think tha aversion 
therapy may have worked . . . A 
tho of monster creators collect 
a monster Trapdoor Goodiebag. 
They are: 

Dentz Ahmet, Peck ham, Lon- 
don, SE15 4 MP; Brian M 

Mcdonough, Wythenahawe 
M23 SAW and S Kemp, Leigh* 
On-Sea S59 2HG 



Copies of Trapdoor go to 30 
mi nor -monster creators; 



We Dyfca, High W yc o fnfca Hpia slA. Cms 
C4onlel, Southampton SCO £SO. Carl Jones. 



QbnVanhaad L4& DBS; Stewart Own. Wt 
Ltohan PE3Z IS*,. P*M MyeH. SHfc4-Q> 
TYa* 31336* Darren Shew. MrUaMon. Mw- 
ivich NH14 8SH; «ahard Plaitow, Harford 
SOi * i PH. Vernon ft Cnetdaoott, May art PCS 
fHfl C Uaoat. Whflfcpn TVW JPQ Jay Sac 
han,a.M*onKayneiMK13 7LT,JLaG™alaY, 
Soutftaei P06 iPG. PaU HeweH. SeMbury 
SPi 3EL. Acr«n) Pepp*. MmtiMt* cM 

6JP. Kiwi Hookm Upwiatar RMU tQB; 
Darren Bora*, Waftarata NES *UL; Mr E Bur- 

ton. Silao* MrUJ *HT VnMam HarMaon, 
Auohiriec* KA1B 2EW. HowM CetaMa. 
HonfcHttT LS1B 4HfJ. JOtVi IWH. MxHtM- 
rjotqugh TS9 ftNj. Chnatma Mobta MkMh- 
txxough TS5 CMJ, Lucas Sutton, Agar Qovt 
Ettal*. Ujndon INWT , Pete- Ha. Ncrthtmpton 
MW 3AJ, Jim McMufen, Ecknpurrjh EH14 
2QH. Oar nth * Harrtm. Co Down, NorlTiarrt »* 
land BTi9 iu£. Daman Wat*. Dagenhem 
RMB 3SJ. Cathy WcBumay, Marake-By Sao 
TS 1 1 TJG; Dylan Wyn Own. ArariMy U.T7 
BY0_ Q»wd Wan, t«ft DN?1 WE. Darnel 
Hvttay. Mam-y 56S 7SE . C Load. Ctraflay PR7 
BNQ 



CAULDRON COLLECTING 

Cauldron -spotters flooded the ZTi:Te**ov^.L*noons£Ls_^Ciwj 



not surprising seeing as Mel- 
bourne house were offering a 
complete set of ASTERiX books 
to the outright winner. Ha is: 

P Abernethy of Rotherham, 
South York shir* SS9 3BU 

Copies of Asterit and fhe Magic 
Cauldron are on their way to 50 
pooplt« who found all the bits but 
didn't aeutally come top: 

Jonathon M«iiin4 HmiMy wttf *Uft. Chna 
Jac*w Chat>arfi«i0 S*1 0E>, S*"en Stw- 
to*. Usfcum. Marvin rpiand BT3 3PY. tan 
BdMntan Armttiivpe ON J JOG John 
Ciania, Ganttorouoh Oftfi 1DW Jaaon 
Nwntri. SuROn M«n0f WAS *00 ft*?w<i 



Not* Norton OH15 KB-. Gary HouOjirett. 
ftiu&w ST" JAS. D**N Uctti Scotland 
FKirJ JNT Jatcn tfarturi, South Harm* HA2 
9BP P*! 1 HuTttmnn Ki^oarmnMar DV1C 



JUDO JAMBOREE 

I've had to give up the Judo les- 
sons - The Girlie Tipster 
threatened to take up Handbag 
Karate and try out all the moves 
on my battered form if I didn't! 
Still, maatech's judo game Uc,h> 
Mats should be along any day 
now, and maybe playing that will 
make me a brt tougher. 

Aa soon as the game is 
finished, the following 50 people 
will be receiving a copy - don't 
get impatient now!: 



Am*a* GrflWw, Wast Cmydon. $u<r*r CM 
JMN. S h| Mammqnd, Fr|nron-0*»-S*i COl3 
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las, Moaletaffvwt icetand. Errrna Wonmn. 
M-ocllHtKyouah Hi /DQ S Jonn. Chwtv- 
ijj-Stf*r1 pK) JHY Vtam $crr(t. S»ey P04 
■ISJ Manuat P*vt CiOrii 1T0O ltt»a. Por- 
luflH. G»y Pfc* Bmwt. EuAcFuthAG1 1 3 *DF . 
iRc^iwd Meek Ma*caG»« STS tLZ; Jef*n> 
Hyda. PdMadnvri. I^CKttwn aaland 6T&J WW 
Gaorga iAb* Pqn Ommgom PAT* mn. 
J»amy Ptftatf. BH*J»*!ar TAT ijpg. I w 
■Daboma. DuTiam DMT 7*C Grant JocmnJ 
DMied S*Ji 1Rtt Tony DnXvU. Wo« C**T 
6RJ. Canwl La«rl»n. Sumla> BBi J L£D, Uaa 
F Mohi1*jis Lnndon X^ID hDf Pedw F™ 
P(irSvH»l. 79QQ $*Cgp«l. P*J C oi H*.i . Fm. 
irwft N1? OPC lm W BB f, unmr NNIS 
*$!» ACim M^nSar . Sailors 6 M6 SfU Own- 
tDpiw Laap. Cmrbw PR? 3h>&. Paul Qamv. 
' ri r*i» ft<F Graham Patrrw. Satri 
BVW»l.tlinOogo*«.,K#!onfrir>0PO W-c 

Bytord hgir«*ah*wyorrH Siuan cmon>. 

Bc».hin TIS13S SSh. Strt^jn A'wkU Mamer 
DiVib PE6 SOS: Uafthew Aoami . Graal Yar- 
maglh NfQI IPW, Jom« tvadfjury. " 

5F Matthaw Thtrr&tifi. Otfcar W 

«RH. Chrq ira*™ Gflh*m»lfl G5? ?F< 



Petty. F»«adngRG6 US. fi &J*vant DTi<D 
BFPOff ,#nXrl«iwol.KingaLynnPE»2LT. 
MoioaHHarsajr. i**mt*ort» T a!'Oi> cuo^n 
Pan Gwtvutl EC1 01 P 



OPF. Stuart Anrianjor., H.jl HUS OEB. Darmy 
Ctoaa. Wallnam Abtwy EH9 36 V. D*v«l Wot 
•nj.AOaryitw^thSTajEg.PB^Smrth Stan 
irird m Cna Vaia SH7 BLV, CPL Q PotMra?3e. 
lwaiw uncars, B*PO 17; Jcmathon ha. 
&MI Arnwas SGtU 9RU. Paiar FtaWy. Gi*s- 

gow Of? 6Dr*. Andrvw Kyta. Barrow ti Fur 
MM LAI *2T. D**< Ha, Lonoon E5 OW. EE 
Loon l«o. Lonoofi N? oof RobtM Meiton. 

NorwKn NA1Q SAV: Sanon J LarMs. &an- 
l»viin NGJ1 WHH. Mar> Bougrtton. Stay S< 
iomunrJ» IPK 4BA NfJ AnOigny, Maraon 
CF46 6iO, Simon Young. MUCtMMaafi 0L1 1 
0ON. Phrtp Mflfin.CafinccKWStl iPWlPlul 
Hariwrt. ChnAoam WSf SBE, Our 0*H*tn. 
HOrilwteh CWB 3MP, Stuart Dttunatirv Low- 
O a n b wn KV4 MD; U* Powts-Thomsf. S*l- 
t«fi PLi? 4EA: Stc Cenutrm. HAT Mertfi 
Couila*. Lmca . JMW A Goaaat hkntad TN3J 
*js. P«w Bodkin, CumSM POs ONfl. ftam< 

Dh*on 51 AndriwwKY IS SSF.Damm Snack 
London E7 7HZ. R Larnb. DtACrMt SU 9HP. 
Staprwt Oirtogton. PAcapta ABS ««, Pmrti 
HHw, N«tt»f Poppialori Y02 6L.IJ. Jnn 
Kan. Knapha OUST W1. Oatrga Macfcaru*. 
Duftdta DOS SLJ: Brian «om#on. Uymgvton 



EHSaSNTStawafiUayiafUdruinTRIMjIM 

Pau* Smth. SptowrHon NP.7 »0A. Lar* 
Jm n an. T««ig«l. Comwal; Cmtlophar 
Gouoari. &entwood CM16 Wnj Andrr* 
T*y*0f. laHM TSS OAO, QUwIn 0ufttfll%. 
Danbig, ILiS 5YB: Or**wn Pya. Soodorttv 
LA20PO Jaaon GiMon,TynaanrlWa*NE7B 
7E0. MM Parttanwa. CKlW Eftatal NGll 
■UB, Snan Banuji. Airrton Undar Lyne OCT 
OSG. C Ntfarwwrj. KtfkaKa HuVo «3S, 
UUiaat Qf*va*», London SE3 TPE. Mark Wat- 
tan, Suttontn-A**ild NQlT *NP. John 
SonoflimvGaraooroughDrWlZOX.fcrtiaw 
P fWardt. Tradinotori CV3e *SQ, Oavnj 
Jawny, Bouma PE10 OBE. ftchard Story, 
TomvaiWiaWP. 

HANDBALL! 

Now the judging 's done, John 
Lewis, of Leicester LE4 TEL Is 
due to gat his hands on a ball - a 
spanking new football signed by 
the England squad no less. John 
came first in the little qui* 
organised in support of Peter 
Shitton's Handball Maradonna 
The 50 runners up who all 
raoafv* a copy of the game are: 



N*a Harfcrt. M a ia tiina m , Swrfo*. FXor 
C*n«. fUryiaioti SSSSPE. 1*^ V Faitmtiiar. 
Caiim QrajJay OE1t BIS, RHhard BtadUy, 
Bunny HGll 60u. Anrjraw Ste*, rJorwch 
NfU ke P«rtgk Waft*. Lanairn. SO SKX; 
CUnstophar Joanr. ShaflMH Sit 5BO. 
Jonaflwn Hay Kntwrta BSl-t 4A0, Anton 
Lang, Cravdon CFrO 6SH, Justin ManhartatL 
East Praatgn BN1$ INC. Wattar McMaw.Car- 
tIChlargul. County *tmm BT38 BlF u Bt«nri«n 
Hoimia, Kriwwxtn SG3 Mfl., Ann POwt*. 
Laomimnar +*» BMT . Too, Gm. StwfTiaW S 10 
3PF r John Todd -J*&T. 110 CflrHon Hal. 
Canton t*G* If hi . Darran Spanoar, Edgware 
HAS flNQ Rom Hjnir- Cwtait CA? W, D 
Pn|i, Ftunoom WA7 SCO Stapnao Maytma. 
Saanam SR7 SLB, t*r> Puanby. Sutton -On- 
Trant NG23 SOG: Da*d McOwmott. Sirnwv 
dham BM 9LV. Darran F*rgrottw. CaaS* 
Gf«Je>- Mil ?LB UatBiewGresm, Wcrt^ 
sop SBt osj Tiny Commons, udan SN3 S. S 
O HukAv, F un woretBH OBZ. OrshamParkar. 
Waahiroton NEM ?LA; IJus Horoar, Middle 
Baldn 0X5 *HE. Paul WraytOrd, Huqkp HM 
OTO. Qr«g Paot, na*arh* CDS SOW. Ryan 
Smftn. Odd Oo*n, Bath, MKaa Jacobwm. 
Watford WDt &DF, R«h*d Partora. Bnarlay 
Ha 0Y5 l*S, aaphan Barkar, Homchun^ 
RM 1 ? 6AJ. Wayne Bradburn . Wotvartiarrvton 
.v.i ■ ;.jq. john Rahar Urw. Baamora. ka- 
iam. Na) Spanay. Northampton NK3 58j 
Mark WcGowan. Mu*aaml Mil 5JZ. Ian 
Francis, Couladon CM 3HT; Mm»n Campbad . 
Ee*nbun/iEH4 3ftG; J Mu*k. f ^lOndgaWati 
TNJdCB.I*nHijmoer,Car3onMa4 1DF;M*e 
Seavanaon, Poota; Mannn na ynoid i . Craw* 
CWf ft>T; Kaot Bai, Waatanotpn r*E*J DPU. 
Darren Radtam, Golbourna WAS 3QZ: notart 
E¥ank. Wonartwnplon WVS JBM. waatm 
Van Hast, Domdga Bffl BT*t Danaan heath 
wood. RBinhan MES asS.Staphan Bil, Hot- 
IPZt iS2. Dtrtfl JtOMon, Lpngton PRI 



SP ' 



SHAO 1WS R04D 

After s false start, whan an Art 
Minion set you a spot the differ- 
ence competrtion wrihout any 
differences to spot, we now 
have the official list of winners' 
Tap of the pile was Qiry O Cur- 
tis-Raleigh, of London who col- 
lects a martial arts suit, a copy 
of the book about the Shao Lin 
temple and hts choice from the 
games offered by the edoc. Fif- 
teen runners- up collect a copy 
of the book and their choice of 
game' 



Bnan Uomt, lonoM Otll 9QC S J Vytfn 
B^r^lrtw few TO? «MP. W E LaytanrJ St 
Qnadt noad. Lanta. Sfinw tigham Fanani 
Hf4 BET Darr»n Mart". Syr*"*** Amnj*. 
Pf 1 4 A* Antmry Heanay, Framand Ooaa. 
SK i i 3t G. Darran HMon, BajCHO^n Awnua. 
WV« BJT Kay Ortdgtv, Monul /warwa m 
0GK. G Oag^no. Saw ttoad. n0?j «Of 
*Mtm fjfcr** Stonaa. CTS )IG. Com 
Carnpbati, Hetyhnrj** CraaoB* OflS TDW. 
Sin in Fnuer, Founlan* Oo*a. NE3K t*T, 
John tea*. Eimaaa Ora*« SOS 1 *A*. Dun- 
tan Manly. Si Banata B4«. W*t2 SDN. Mart 
H*y*ari *«**>■ rt «P8JE» 



And finally, 35 runners up each 
receive their choice of game: 



FbctvMd Mealh Can McLean Road. n«1t9 
KtY. Steohan Ovuta Dunray SVaat. G3I 
Otryi N Haaoa. Wa«ani| A>w»j* Bt-I 0EH. 
j*n»fv c«j. Ban^a Homa. BBt 4Tv Soott 
Oavaa Cnartvunt HCut*. <J*U SNA. Piv4 
MalkxHm, Untad Arab Enwatn. an Bamatl. 
AaitDrwiM Annua. SJi 50J: Bran Grum' 
mh f irm ftuaa CWt Jfafi. Mali »acA*aa 
Spr«ir**u *«nw» rSM«j Stuart FortHS, 
nooi Kauw. GL11I l.T Da«d G* tujnd« 
Road 6ii iha Gtoror- Cj£*m-<» Euft 
Oarttomi M30 SEE, Cormor Carson Par«> 
Anemia, fltji ota. Pat wawn. ' 
SO SN*. Ian SampHn. MaVat . 
aox. Byan Smth coomT RagnX PO» SET 
P*jo Jorflfr Dca Santo* tiUjoa. Poriuoal. S 
K Spratt, Rprimdoa R&Kts EiJ < 'BB, Kan 
Sday. wahtf Rand. wStS CON Adrnn flos- 
Mi hoban 0n<* ua? sPx Adwn ttamaj. 
Aaanon OaKanr BS14 9PX P Wea w i jt. 
DonAatbroA AnAva KnrtaaF. HarJay Road 
EWiajT CaiqSpaocw Wadordrl Rnad SOf 
XMC> Jong* Jamsjr»*«tr $.1101 SH 
Mini ftjpirta. Sv w'w aniaip ftwd 1W* SJB: s 
Cc*n» Unnaff Ooaa MM «t ftaaMh UU- 
nun Hymn Lrnn Road. Bit t J* Paul Pna 
Wn l**iDn Sliaat SKI* IPO. Ak« 3ymoo» 
Tha&nM GLlietHV CharlM Or*«n. S»at- 
Ui t n iT Onva. ST4 ODE Gary Lacy Bnown 
Edge Road SKI T 7 AT Coin Bono*}, Wat' 
knqlpn &«.:«"! aOt* 3PH Bar SOaaar. 
! Lotm Gartmi. S&1J TEil. Lee Bnamw. 



ABSORBING THE SHOCK 



A 01 v superhero should aproing 
into existence early in 1967 - rf 
you live anywhere newrRainfiam 
In Essen, look out for Paul Pant- 
ing - he's collected a Superhero 
Kit from maktech which includes 
a pair of zoom binoculars and ■ 
compact 35mm camera. And ail 
because ha won the Cosmic 
Shock Absorber competition! 
Cosmic ha sn 't made an appear- 
ance In CRASH Towers yet, but 
at soon as he does we'll be 
sanding copies of tha game out 
the following » rwmers-up: 



DO4 0JE. Damn f •rtwotfw CaaTa t.wava-, 
DEI I mjk\ ■rue* McCouena. Bataal BTS 
TEw, Biw^flwav.aoMtiaaiotiSWiBMJ .1— 
Hpmnai. Stlti mill! OLU OSF. RxhaH 
Heari- itm DarUam MBit 2Wr. Orag 
Dsuoai- Cartmore FKS WW, Paul BcHatl 
Cnoatunt LW SQR, Pam WMatoy HeUhm- 
rcrpa ea TPw, dm* E-Ftm. war* fou opv . 

K A Hungman. auahay WO? 1ST Maim 
T^ftor, Soutn tyvnetwrch RM3* ^*A, DtMd 
CalM, Wortiicin Sao 3SH; Jta*n Hanam 
Baaaton NQpiftO. Jonathan Uoftt, Haflum 
tatao 3BJ: Ctwabpnar rjfaa\0nawcn we 
SPE. P RaianglDn, Mprdan SM* SaJ 



,r«ghWyovnt>*nPi?3UH TJ 

Snaarr. Sattum fSH *l W Ian Gatvand 
Formby LJfT !W. Jonathon Hkgton 3 m *iaW 
Una Top 86 7TH. Sbavan VteMr*. Canjoaaon 
SMS X3L fiaxan Botrttr. StMon-AtAaU 
NQ17 SBK: SoOtt MoOaafan OainowfliU 
4flT Brut* McCoubna, Ballaat BTS TEW 
Pana Rohinaan Maroala CTft *NA P*J &&- 
mf. twoodbym, Co i&rirn BtKBHA, BaralR 
Cart. Ateoi SLS BIA Alan dark. WAaMad 



™j Fanw. a«» VN Caa. Per 
nasi Pachaal Piaft. Card* C*4 4AB; Paj 
Lonfxait rung hP» *tt> Hotaart Do*. 

Boumamouth wn ww soatt auatan, 
Umaeij Onn LU2 WBr Dm Boon. Hr> 
land. igM NL. Matfhn Km* HqIuhI, 3SU 
tout, Wayna Meat BtoMth wsj jmo p*u 
Qraaa.fa> ttaaoW «ji ?o*. ua« s Cot*. 

How BM3 SOn! Howad Cvaaa HonMOrVi 
LSH *«D fta y r nml Hfrw London Wt*. 
Seaw *amaa, Surartty BBS B*A Damn 
S attna m W*Ha« wSi *Ej. Kanaon lob 
Wan tf ty HA0 JBO. T S*w«. London wt 
MP Cfaryt SAMICar. South BanJUal SS7 
SJH; Sam Uon^CaneM _CF» UK Cain 



a*V ^w*r e laqnaro 

Hcactaartj BvdxHtna E^tiO tLAL Sfcnon 
Dan*. Wdodojaan HO? aAa. Andrea Oaa) 
MasdaaWdStdoxrj 






A itfP. 



fe % 




M 



DESIGN A SKIMMER 

What a bunch of inventive 
people you nf& All we've got to 
do now is see rf the Ludlow 
Blacksmiths can knock up pro- 
totypes of a few of your design* 
end we'll have the ultimate com- 
pany vehicle. We'll put CRL'i 
name on one side and Academy 
on the other. In honour of th* 
com pe titi on that produced the 
WinntftQ oeekjn- This paftJculer 
winner coB octa a compact oath 
player, and he's called: 

Pawl Simeon, from Sutton Col- 
dffetd. Weel Midland!. BTB 

MX 

Furthermore, 50 runners up are 
set to collect » copy of 



QpjpV vVQllHtCA WtW flHc. Hirih 
f***naff. Goota 0N14 SHT, IMmw 

MeOot— KlKKWOn *U7 Kf, MaflJir 

uennnw. toumarnovtrt ens «OQ: 0*y 
Haowi Stupid BTJM 2TW. K A Kngnn. 
■tattavWOSJST.OanaiAihniany. f»rmtxjth 

PL? 4&T. Howard C*rtal» henftytrv LSI! 

*ho. unmwnLm^y . wmiwetv B*i ? not. 

t imtm EHM ?mf ~ 



i to* Wo rr tHi j MAC 440' H&rrm 

1**h CT? 9M*t JOnafflori 

y MPt WO: Awn Jem, 
» U 1? M.T C G WMa lAs Boa* 
<t». Wnt Sdw 6*4 Jjfl. ? Wagrjrn Sevin 
Stan «EJ*0PY. Mm CkmHw Upton L49 
PR. ffcttwy Krt. BrtdpOd 0tS4ffl. CnrW- 



LONDON TOWN 

The detectable Julia from hew 
sow wilt soon be travelling the 
streets of London with Mart 
Smith from Tupsley near 
Hereford because his correct 
entry was first out of the bag in 
the City Slicker competition 



Qora. lw t*»j mm mi. Bmndan Judga 
I'orrtiv U7 CTY Stavan Iron. HekHU 
S8L, UA* G*U*n, London SEtt JOM PaU 
*M*. £■#* EXS 3EC. ActWfl Puplay P*nft 
WV4 4BQ rNun** . unufcjhtfttHVlSJOS, 
Rw MatwwyCrmtay *fl tJf*G Damt 
Edua T#Ho«jTF7 JBK; Paul Duiod EjvnoWm 
Qdj *PX .Om wa u a wm . Onrc? hdimd 
OL 1 4 «P1_ Andrew WoUWwnn. Cr*4t*t*iJ 

sea 3*m. hm Oaairou. dhhh cms 3LS 

Pad Sfc*on Wa r l ar W u CW SEW. ACwfl 
Staad. Waken WF3 6nF fcyim V" 
5gu**iw*»i CfJt} /Of Curran ftaoan 
Stoquoorl 3(t? 7UI 5 J(X«-i Kiaj«nrwife*j 
cmows. Nrw 0**r*r »»(**««. fv* 
JOW. L*a BtMitw. KJftrjwnsd Eitala SE21 
SOB Ohms Jackicfi, Urton PfU bPf . 
Oar*tn Qwan. CtaJsavpn. Montwn Mm) 
BT*S 4AS fl*?w? Mote*** ertntw* 
ENtQ7l»tUTi#iaaj t.ortdoriWfl-tN.Hryt* 
MeCcutn Btftaaf NtFlham inrlanO 8T«, 
TEW. Jo*»i SmKti Scotland FKToftWT, Dmd 
Wl - mn, KMMftl CVB 1AO. P«U 

QwHuoh ft***H» Mt» so?, Anhmr 

Lw**& Wouuton CAH 3J. Jhnhonr 
Starry PtrtiWli BUM ?PF jmi Bovrw*. 
CotAdor CKJ 3HB; AnOraw Wood, FtiMncnl 
0110 KM. 



draw. He's a winner! A further 50 
winners an about to receive a 
copy of the game by way of con- 
solation: 



Hoow McQiwiy, Cumbfmauld dS7 iPA, C 

Wtnwt, M*l*afa S&»4 iTO Carrotf Oai- 
ler«t>y Sum Mai. Uncjstar. Alan Cc*W 
LOCkafTM DG1T 1PQ, ThAAw* Gammon 
i 5*1 *QJ. U. Ewnonrv Uoy«n LOn 



dan W9 300. Mk PWnna t Qii, PWa m wum 
F*» MM*«r PW» B«U, Cmwil* DOV 
VOt CnrttDymand. Tfljio mi tQ6.Sl«on*n 
Ftfw. Whi Dmytoo UB7 SOU. PM 
niwanoi^n. ntdcMtt M2B 9QZ. &mon 
Aourat snsbtlan TStt rst. PrupKno, Lud 
Icf* SVB 3*1)1. 1 An*WW. Umdon SW»aF(l. 
Hpav Gram. WahfliMd WF2 7EB; Cnart* 

Maioan.Aoa^ co mlbaCflOeETCo^ ni ai j a 

St limn* Fit* KYIQ ?OM Qa# B^ttit. 
Oafcn«h)n) CM3 «8G PM BtaU. Carton, 
NMOrtQ^am NGJ 1EH, Jo* La*. AddMiion* 
HTIS 5TL f**p Bannatt, Oraneiam **0» 
481. Oram Cnrtilia, Krtcalay KYI 3RA. 
Jarnw Pratt. AahO* 0*l*>Z<*jch L£« J.TW, 
Dwvu) Bona, Hafitom H£3! ?JF. Mr N 
Known*, SouHhrrinatar CMC 7BB, Andra* 

B*i*ni, CrowjMort NH 1 3 st t p,k* W*»iir>9 
G«*» Lf 6 CDC: & OhHeBman. Partiil SN7 



M W. Mr Stawafl doll Lancaslar LAI *rj/ 
Ka»Wajbjrja,Shaa«iaST1 7L0 SkneiSw 
ndoa, M* Of WtdH PQJ3 JOY A OlaMr. 
AtMhdan NH10 »G S W Snrti Slocfck*> 
T^t9 nj, Noal nVMiy . Ponwrract WFB 2SJ; 
«*» Hood. Saaham Sfl? fift Ifa-ar Horn- 
tray -C«p*. Want SOI 7 TOO: Crmatopnar 
Barpar. Gartar*. Lmos L3» * JO: tMwOw, 

fihainajo 310 3*»f Tan, Gpooar. Romhm 

RMS KJ. La* McO*. «nd KQ3 &AU U S 
nVH, Bmnghiai KM SAH; j J Wattm. Car- 
trtd CA1 JAN. A Tiwp* SAafWfr SOT 7Jtr 
ftotj*tfaaion.Eliawn W ,f»« n MS*t l*rJ 
RoOartjon. FlB*plWH PBltO 4ES. Anan. Lowar 
e wa ndaan, Bnohlan 6*<? *GE. Marihaw 
Cam*. Y**« BA2I UCB, t»n Fianc*. 
CouaidDfi CR3 SHT: S Ka#1a*Mlu. Haw Mai- 
0aft KtJ BNY, Ano>*» Judoa, LayUnd P«ft 
IBH 



YOU SAVED DAN AND DIGBY! 



Lots of paopMi comploted 04' 's 
Dan Dere strip for him, and after 
much deliberation the top two 
prizes In the competition we ran 
with VIRGIN go to: 

Wayne Trauia. of Northway, 
Tewkesbury QL10 BRW and 
Les Brown, of Oeaett, West 
York* WFS 000 

They both collect a copy of Dan 
Dare the game, a poster, a T 
Shirt, a copy of The Man Who 
Drew Tamorrvw and the ch olOO 
of eith«r five albums or three 
videos from VIRGIN'S 

catalog ue. 

Meanwhile. three more 
people collect a copy of the 
game, T Shirt, and poster: 

Simon Brett, Poughill, Bude, 
EX23 »HB; Robert Bryan. 



Chcadlc, Hulme, SKS 60* and 
Jar ad Smith, taltburn-By- 
The-Sea, Cleveland, TSf2, 
IPO 

Finally. 2S runners collect the 
game and a poster: 



Cmm Mprtaov*. OJewnaan. Nam* 
land STTS OEU. PMcal Don Surtax *-T- 
(Df . M*tMw Avm*. SouRWMritrCkffi tvt. 
Ihnr-ui* Lannon EbrrwiQ^an B44 SL.B 
Mama* Matonay. ShacHfiad LEi." 9AP 
N*»yjla» WnglavManfi, Baan Ct7 »*. 
Mamw* 3m*, PanehitST* 71 ■ • 
weewieto * Eu <AR worn MotanbeD 
SapDCAna.. London MJ «.Q AMr*» Ftn». 
Ty*MayM2« ?H*. SlaptwtWinl Shanrmn, 
Co Cava. fva. Jbth ml. (teimma TW»4jr . 
Jftm (_wrt K«n^ PA» #SC, Ja»» »*j**0 
Oo«eat tt4 Otej row* London l«W2 SLA, 
John Pon> and Mum. Lumfs* BAt 670. W> 
Mmn SaHafl BT4 36J Ewan UappWnc* 
FotiaMnw CI i» SRT. Jan CM. SaMay D»3 
JEA. Uart. Hamaan, " 
Dwait Seen, SVden Vfjpf 5RJ ?PK. D**J 
Jenn Jaokaon. UmrionPrfi &PE jannri «*i 
HaoVr TF 1 4PH; CMam Wyn Owmi. AnoVMM 
U77*,YH . 1-amarHanr 6ar.y tee flHT> 



ADVENTURE CHART WRITE-IN COUPON 



Please use block capitals and write clearly 1 

Name 
Address 



My top five programs are: 






, m . » 



postcode 



TSHMTSIZE 



Send your coupon to CRASH ADVENTURE TRAIL. PO BOX 10. 
LUDLOW, SHROPSHIRE SV8 1DB 



TITLE 


VOTE OUT OF TEN 


i 


> 


2 




3 


4 


5 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs m descending order 
Please use block capitals and write clearly" are 



Name riTLE 

Address 



PRODUCER 



i 



Postcode 



TSHIRTSEE ^ 

Send your coupon to CRASH HOTLINE, PO BOX 10, 7 
LUDLOW. SHROPSHIRE SYS 1DB 
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The Ultimate in 

Joystick Control 

Arcade Quality 
with 8-way microswitches 

Foil* - response hm« provide o smoother, more accurate 

playing action for higher stores and it* tough, depenaoble 
construction guarantees reliability during Lite. 

* Ergonomicalh/ deigned, nylon covered iteel 
handle and base for smoother ploying action. 

* Rubber action return to vertical of joystick for fast, 
positive control. 

* Lorge, dual fire buttons for quick left or right band 
operation. 

* Non-slip, rubber base pads ensure joystick 
remains firm during play. 

* Extra long 5 foot cable allows more comfortable 
playing positions. 

* Guaranteed for 1 year. 

Suitable for: 

Arnstrod; MSX computers; Commodore 64 and VIC 20; 

Alan; Sindoir ZX Spectrum (when used with or> interface) 



Distributed in the U.K. by; 



PfrrflffER 



COMPETITION 



PRO 




Unit 7. 

Rofhenthorpe Avenue 
Trading Epole, 

Northampton NN4 9JN 

TalephcrwOoCMH&eril 
Tel**31t2S4LElSnG 



DYNAMICS 



Manufactured 
in the U.K. by: 




Conveny 



fcoyton OidhofT,Oi2 4J2 Eookwd 

Telephone Got M6 7222 T«I«x 6W05Co*G 



Tbc 1st choice 



EXPRESS SPECTRUM, BBC 



and COMMODORE REPAIRS! 



FREE 

GAMES WORTH C39 
WITH EVERY REPAID 



WHY PAY HIGH 

'FIXED' 

PRICES 



Li^ 






.«** 



**£ 



•SpKtrwns.t 

ON* do not charge you for otir 
fincy pf ar r is es by charging 
high Ttwd" prices!) 
Reputiuexa ttfct time to bund, 
vm haw been repairing ZX 61 't 
Spectnjmj. Qfs, Apples and 
BBC s professionally, for 2Vk 
^ars - who b coming second? 



9 

9 



| <n *U U.K. «i WhKuWiK npwil 
W iHTEfBUTtOMAl rqWf Wttctf 

> IWH UW PRICES for 0* smeller 
> rfpmiTifjj £Sto» hejCnercttaA) 



TOfl HONESTY - *■ M fOi wetcfl 
your computet tmrg FfplKVd *nfl «f 

them a naming wf org W8H IL iMI Wtt 
uayoulN 

"DPRtPljrf+TKlwiHEtPfWtQS' 
'I hive rate atroii t flrfh that wfl Elf 
mom9wiM41inQtC'JdVi]*yauMU 

*m»tan)rradyj(ourpTot*ni> They 
arc eMH MMROMP and b aci A 
ipm tailty <omoutafi. an also 
qwtt«*ngtti()ow»iWif pn*t*rm 
wWyOuinoofftf neabwefc ***> 
tnomort nporUnOyCOHHECT 
CURES - PW ItoomTOPUWfl 



t f Ofi uOMlr fWCES - My computer 

Jo*wnM«iy, 110*11 to MAHCOMP, 
*no (bed K « B tnniMMt m) tor ns 

tfvn £101 Tt*y mot* cMOjCT. 

ml utrdngty efffcwej" a mextonS 
OMZST 

, FOB PHTJFEHiOHALISM 'OflH tT« 

PROFESSIONAL wn« ft camels ettace 

HlAnMpriilMtlbjdtMkUCBS 



91 
J 



FOR SPEED - " 0n» Arm at Meat can 
*ff an *ny necaswy repm «r an 

Cninar |n aS mnriW StWd «■ 

Mar*iatff.»MltCPIIir«hen*r 
ithet ft argulbhr the WSTEST 

WWiiui Ki the BuUMtt to p*ner* 
Cam' CRASH M*ji; * JUKE I96S 

THESIS HWr-ftmrvo «« rham 

LflMbm Comt*f. ireflmtf, 
flvminohmx uvtvpoor, Cotaney, 
uwaar, CkHnp. I.0M. etc. 
WS7H«J l a.^T«M,aa&UM, 
EICTpT PRE CffiWW. HOUAW. 

KiAwrr wmw* mastim fliaw 



W I* ik/l'«A 5ALW ARASUA, 
iWEOa. SWT7ZCTW W *nd 
/uufl**wf - Hndtrwftirtrunif to 

uaVKaxuProrfepaW 

J4HI1 njflNAAOUW) WOUIMLI 
CUAflAWTCE WOHIOPEMfJlsrs 

Because we repair hundreds, of 
computers e*ry week. w# at? 
MM Id pass dti our componenr 
buying dtKOunf to VW « 
lower pnees Z80A epu 
E! 50. 41 ie50p Upgrade 
ffrfwPEiaSS 

- we brtng down the prices for 
repatrs and components* 

I We may refuse 'jo raMw 

computers surtenng from 

attempted D J v r*pairst| 

Every para witty 

Ao*i Upl F%4dW po* *m ftwrad 

tor nflum jourrityi 

(Fgr r*rt i% d*bv*ry Hfcdi E I SO 

■jdnj 

(Secuntor 9> pmr arrtngtment i 

Ori-vi* mtHiHMna tor Up». 

IRUi*nOmoU>niliasorpnrearS 



^?5>/5S^ 



YOU DO MOT U«£ fJUft ESTIMATt 
WE WIU RETURN THE COMPirTEfl 

ETUHO THE POSTAGE IKCllflHED| 

OMANCOMPlto 
(Dept CJ2 I 

Printworks Lane. i#v*nshuime, 
Manchastar M19 3Jf 

Phofw06i 224 1B88 
OB 06 1-224 9688. 

0P£NMON SAT 9am to 7pm 



*fir 

WHY MLAV- - rjUR ESribWrGS AM 
FREE AND WITHOUT OBUG/(nCH ff 



What we do today . . 
others do tomorrow! 



NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER 
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ONE RAINY DAY IN 



■ ■ i 

An impressive array of footballing 
talent gathered in the function n>om of 
the Star line Club. Adam Harrison had 
travelled nil the way from Dews bury to 
take part in the day's events, chauf- 
f cured by his father. Paul Johns had 
made the trip from Wokingham in 
deepest Berkshire with Mark Gillard, 
his self-appointed coach and trainer. 
Steven Bayliss was accompanied by a 
team of supporters - his family had 
decided to make a day of if, and char- 
tered a minibus to get them from Porth 
in Mid Glamorgan- Cheshire, or more 
precisely MaJpas, was represented by 
Mike Sutton, and Birmingham's con- 
tender, Steve Cartlidge brought his 
parents and sister for moral support 

Nervous glances were exchanged by 
these five contestants as they tried to 
ascertain each other 4 * footballing pro- 
wess. The buffet wasn't given a second 
glance - the rigours of travel combined 
with pre -match nerves meant no-one 
was hungry. The sixth man. Joe Wal- 
dron - founder of a short- lived 
magazine called MDAS - (short for 
Match Day Appreciation Society) 
wasn't there - had he been overcome by 
last-minute nerves or wan he deliber- 
ately winding up his opponents? The 
tension mounted- 

Three tables against a wall each 
groaned under the weight of a monitor. 
computer, and cassette deck. Match 
Day % loading screen appeared on three 
monitors and a pair of empty chairs DM 
in from of c«ch table. Cameron Pound 
could be heard setting up his studio flash 
gear in the adjoining room, and flashes 
of blue light illuminated the playing 
area as he made the final adjustments. 
The coffee percolator in the midst of 
the buffet burbled its annoyance at 
being ignored - or was it the rumblings 
of a nervous challenger's stomach? 

Then the programmers made their 
entrance. Jon Ritman had driven Ber- 
nie Drummond and Chris Clarke up 
from London that morning and arrived 
clutching a cushion "for the back trou- 
ble" and a carrier bag containing 
favourite joysticks. Still no sign of Joe 
Waldron - was he pushing gamesman- 
ship too far? 

First panic of the day was caused 
amongst the assembled CRASH Min- 
ions when Jon spotted that only one 
Spectrum sported an Interface 2. The 
mo of programmers are all confirmed 
joystick wi elders - "what if we have to 
play someone who doesn't like using 
keys" Jon asks. A hurried audit of the 
CRASH peripherals cupboard begins 
and then someone decides to ask the 
contestants an obvious question; fortu- 
nately it is only the programmers who 
prefer joysticks - everyone else is hap- 
piest using keys, First organisational 
panic over . . 

No sign of Joe Waldron though- 

THE H1R£S OF PUY 

With or without Mr Waldron. it was 
time to explain the ground rules and 
start the contest. It had been ordained 
that the challenge was to take place on 
a league basis, with contestants playing 
each programmer in a match of ten 
minutes each-way. Three points would 
be earned for a win, one point for a 
draw and nothing for losing. If there 
was a tie on points after all the CRASH 
challengers had played their three 
games, a playoff would decide the over- 
all CRASH champion. The champion 
would then play each programmer once 
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Paul Johns and (. 'hris Clarke gel to grips 
with some < in Round 

One. Paul « i 5-2 defeat 

my. We!.' 
be accurate 

more in a game lasting five minutes 

each-way and a final league table drawn 
up to rank the three programmers and 
the CRASH champion. 

Everyone understood. Except Joe 
Waldron - perhaps he wasn't coming 
after all. The draw was made and the 
fixture list for five rounds of challenger/ 
programmer games drawn up. 

PUY BEGINS 

As the players took station in front of 
the Spectrums, with Steve Cartlidge 

! Maying Ritman, Mike Sutton challcng- 
ng Drummond and Paul Johns taking 
on Clarke, the audience settled into the 
stands. A hushed, reverential air per- 
vaded the room. The coffee percolator 
gurgled petulantly again. Still, no-one 
Rati dared approach the refreshments. 
Families and supporters looked on, lak- 
i ng thei r opportu ni ty to size up I he play- 
ing skills of the programmers and the 
other CRASH readers. 

As ihe first three games came to a 
close, tension mounted and then sub- 
sided quickly when the results were 
announced. The players were able to 
stand down from trie eagle-eyed gaze of 
an intense audience and relax for a 
while. Ritman and Drummond had got 
off to a cracking start, striking fear into 
ihe hearts of all contestants with a 5-1 
and ?-0 victory respectively. Clarke. 

The Final Pi Ige and 

Patd Johns trnttfc tt out for the 
CRASH Match tmpictn 



who went 2-5 down to Paul, proved that 
programmers were not superhuman 
beings after all, Clarke muttered gently 
about Drummond having pinched his 
favourite joystick for the Chal- 
lenge. . . . 

Steve Cartlidge was able to sn the 
next round out. leaving Mike Sutton 
and Paul Johns to take on Ritman and 
Drummond respectively. Sieve Bayliss 
stepped up to play Clarke. During i Ins 
second match the tension in the room 
began to disappear. The percolator was 
relieved of several cups of coffee and 
sen led down to q contented hissing, 
while one or two brave souls picked at 
i he buffet - it was welt past lunch time 

after all! 

At the end of the second round Kir- 
man remained unbeaten, inflicting a 
near walkover on the nervous Mike Sut- 
ton, but the tide had changed for the 
programmers. Clarke suffered his sec* 
ona defeat and Drummond went down 
6-3 to his opponent. 

Paul Johns appeared to have the 
makings of a useful player: played two, 
won two. Could he complete ihe hat- 
trick against the programming trio? He 
was drawn against Ritman in the next 
round, with Steve Bayliss matched 
against Drummond and Adam Harri- 
son stepping in for his first game of the 
contest against twice-defeated Clarke 
Hunger had set in seriously amongst the 
audience, and the programmers 
declared a short rest break while ihcy 
took refreshment. Still no sign or word 
about Mr Waldron's whereabouiv 

Adam Harrison had drawn his first 
game in the third round -against Clarke 
who was still muttering about Drum- 
mond having stolen his favourite joys- 
tick. Paul Johns was about to get his 
chance to prove his worth by taking on 




Kiim.ni, and Steve Buyliss went for- 
ward agfiinsl Drummond And then, 
shortly after the kick-off . , - the mys- 
terious Joe Waldron arrived! Consulta- 
tion began with ihe organisers, and a 
sixth round was added to the league so 
Ihnt Joe could join in. The audience was 
lucking into the huffel with a vengeance 
(and was mysteriously swelled oy the 
greater pari of the An Department who 
descended en masse from their garret m 
the Towers after hearing rumours of a 
free lunch.) 

Sadly, Paul Johns succumbed to Kit 
man's onslaught and failed to make the 
hat-trick, but at the end of the third 
round he was still in the lead having 
played two games and lost one. Adam 
started out t»y beating Clarke (hadn't 
everyone?) and Drummond used the 
stolen joystick to good effect, notching 
up another victory. 

Round Four saw Steve up against the 
demon Rinnan, Adam playing his sec- 
ond game, this time against Drum- 
mond, and Steve Cartlidgc returning to 
the arena hoping to collect a win against 
Clarke. Everyone else had, after 
all . . . And true to form. Ritman 
inflicted yet another defeat and Clarke 
managed to avoid winning. 

As the final round in the main non- 
Waldron l.cfteucr begun, Paul Johns 
remained in the lead. Although Mike 
Sutton had drawn Clarke and looked 
set to win the match, he had already lost 
two games and was out of the running, 
as was Steve Hayiiss Adam Harrison 
was still in with a chance - if he could 
heal the demon Ritman., Steve 
Cartlidgc needed a victory over Drum- 
mond to go forward to a playoff with 
Paul 

Once again, Ritman and Clarke kept 
to their form, and so Mike and Adam 
dropped out of the running. Steve 
Cartlidgc fought a close battle with 
Drummond, finally securing a 5-4 vic- 
tory and setting himself up for a playoff 
with Paul Johns. 

The challenge was far from over, 
however. The Waldron Round 
remained to be played - could this late 
arrival, playing firmly in extra time, 
manage to pull off two victories against 
the three programmers and cam him- 
self a place in the playoff? Nobody was 
surprised when Ritman strolled to vie- 
lory against Joe. Drummond. however 
conceded a 3-2 defeat, and if Clarke 
kept to his fo«tn it looked like Joe would 
be joining Steve and Paul in a three -way 
playoff. 

Disaster struck for Joe, however. 
Clarke managed to win his first game of 
the day, 6-3 no less, so (he latecomer's 
bid for glory was ended. It was time to 
stage the playoff between Steve and 
Paul - a single game of fifteen minutes 
each way. . . . 



The Challenge Final between Steve 
Cartlidgc and Paul Johns was indeed a 
marathon game - hall an hour of serious 
keyboard pounding would be enough 
to test the stamina of any Match Day 
player, especially after the tension and 
effort of competing in a league. Gradu- 
ally Steve began to edge into the lead, 
and then Paul's game seemed to col- 
lapse for a while allowing Steve to ham- 
mer a handful of goals into the net. 

By the end of the Final, Steve had 
built up an eight goal lead, clearly set- 
ting himself up as THE CRASH 
MATCH DAY CHAMPION with a 13- 
5 victory. 

Rut before the presentation of a bottle 
of bubbly and the official photoscssi 
the new CRASH Champion had to play 
the three programmers once more to 

firovidc a definitive analysis of his pcr- 
omiiince against the byte merchants. 

No doubt Steve was exhausted, com- 
ing straight from a marathon playoff 
into a (no of consecutive games, so he 
may well have lost his peak form. 
Nevertheless he gave a good account of 
himself, scoring three goals against Rit- 
man but conceding six and losing 4-1 to 
Drummond before pasting Clarke 
f traditional, by this stage of the day) 

fflERim«ULYSiS 

The programmers and the CRASH 
MATCH DAY Champion had played 
seven games each by the end of the 
afternoon. Here's how (hey shaped up 
in the Super League: 



HOUND ONE 
HITMAN 
DRUMMOND 
CLARKE 

"OUIiOTWO 

nrTMAN 

DRUMMOND 
CLARKE 

ROUND THREE 

HITMAN 

DRUMMOND 
CLARKE 

ROUND FOUR 

HITMAN 

OHUMMONQ 

CLARKE 

round mm 

RITMAN 

D HUM MONO 

CLARKE 



STEVEN CAftTLJDQC 1 
MIKE SUTTON 

PAUL JOHNS 5 



MIKE SUTTON i 

PAUL JOHNS 

STEVEN BAYLISS 3 



PAULJO*NS 1 

STEVEN BAVLISS 3 
ADAM HARRISON 5 



STEVE NBAVUSS 3 
ADAM HARRISON 4 
STEVEN CARTLtDGE S 



ADAM HARRISON 2 
STEVE NCARTUOOE 5 
MIKE SUTTON B 



: 



•URRLl MENTARV WALDRON ROUND 

HITMAN 4 jm WALDRON 

DRUMMOND 2 JOEWALDHON 



CLARKE 



JOE WALOH ON 



As the Super League tabic shows. Jon 
Ritman truly plays a formidable game: 
he finished with a goal average of + 24 
and seven wins to his credit , Worthy of 
promotion for the next season. 

Steve Cartlidgc and Bcrnie Drum- 
mond both played consistently well, 
level-pegging on points, Bcrnie s slight 
advantage in terms of Goal Average 



Sieve Cart lid g* 


4 





3 


33 


30 


12 


-3 


Chris Clarke 


1 





6 


24 


33 


3 


-9 


Item it> Drummond 


4 





3 


30 


22 


12 


+8 


Jon Ritman 


7 








38 


14 


21 


+24 









Won Drawn 


Lost 


Goals Goals 
For Against 


Goal 
Points Average 


Steve Bay lias 


1 





2 


9 


10 


3 -I 


Steve Cartlldge 


2 





1 


12 


12 


6 


Adam tiarriaoa 


1 





2 


U 


15 


3 -4 


I'aul Johns 


2 





1 


12 


8 


6 +4 


Mike Sutton 


1 





2 


II 


15 


3 -4 


Joe Waldron 


1 





2 


9 


12 


3 -3 


Chris C lurk i' 


1 





5 


21 


28 


3 -7 


Bern!* Drummond 


3 





3 


26 


21 


9 +S 


Jot* Ritman 


6 








32 


11 


18 +21 



Jon Ritman waits far the champagne 

- tu pop white Bernte and Chris paint 
at the new champion 

sneaks him into second place above 
Steve. 

But Chris Clarke, deprived or his 
favourite joystick or not, turned in a 



very poor showing on the day, tosingsni 
of his gsintes and ending up with a 
measly three points and a goal aver.igc 



of -V to hih. credit Relegated 



I 



mm 
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Retailers don't always htvc everything in >Ux b voir mifhl want, but if it » within 
power to ge* ft tar you, then we wfH. ANY 
issue df CRASH! can be ordered, by usln^^ 

But lo avoid disappointment, please ring first 

CRASH Mail Order it backed by the resources of Newsfidd Ltd, publishers of 
matfaiirte. ZZAP1 and AjflTlX which has been suppiymgmore than 150,000 computer m , 
user* aritfc software tor over 3 yean, to you car he aura of the very beet in i*t 

There is no mail order catalogue involved, just use the prices quoted in tltemri,. 
in CRASH or the known retail price Shoulrjyou have any querlte on prise*, just ring 

" form and our staff will advise yi 



the number s ho wn 



ifcv 



DISCOUNTS GALORE! 

Anyone may take advantage of the discount coupons on the form - £1 oft 
worth, nwre than £20, and 50p off orders worth more rtiajn£I0 Additionally. C 
SuJbaaribers are automatically entitled to further discounts on every item ordered. ' 
make no charges for povkaod packing (within the UK). 

Nothinj coutd be itmpier -fill in the form today and order whateuar you like. 



CRASH MAIL ORDER FORM 
Telephone Ludlow (0584) 5620 



Pleas* send me the following Kama: 



Tale (BLOCK CAPITALS pfc aw i 


Software House 


Disk/cats 


Amount 














































1 




ISPECIAL DISCOUNi» 

£1 off any order worth more than £20 


Jess discount £ 
1 Total enclosed £ 




SOp off any order worth more 


than LIU 


-r^n 



PLEASE NOTE: Some software reviewed may mat be available until ns release date it you are in any doubt 

about availability, please ring rVsl , We cannot be he id responsible far delays i e&u=t ing tram late or non-release 
ol titles when previewed before thew official release dates were known 

All prKes are as quoted under review headings or known retail prices and include VAT CRASH makes no 
charge to* post and packing inside (he UK Customers in Continental Europe should add the equivalent of 
70p pet ilem ordered Outside Europe, please write first so that we may advise on postage rates 

How to pay: Plaaee make cheque* or portal orden payable to NEWSFIELD LTD. If you wish to 
pay by Access or Visa please fill In the form below. Please do not send any coinage. 



Name 



Subscriber no (<f appbeabte) 



Address 



Postcode 



Pleat* Debit my Visa' Acceti Account. 

•• to pay by Vis*' Access (delete as appk 



Signature 






fjtpuydate 




Please charge my account no 


1 1 


1 




i 



CRASH MAIL ORDER, RO BOX 10, LUDLOW, SHROPSHIRE SYS IM 
Please do NOT enclose tins form/payment with any other correspondence to CRASH Maga?«ne edrlonai, as 
t will only delay processing your order and may result m loss 




BECOME., 
THE LA W! 




A Chance to Become a 

MEGA-CITY JUDGE! 



Without doubt, Judge Dredd is the 
meanest judge in the- meanest city 
m the world, He's no ordinary 
'fudge ', sitting on a comfy chair m 
a panelled courtroom wearing a 
silly wig. He's out on the streets 
dispensing iustice and in the year 
2000 those streets are really mean 

Tne cities of America have 
sprawled far and wide The 
biggest of these awesome conur- 
bation* (LMLWDj is Mega-City 1. 
arid Judge Dredd is the toughest 
lawgiver In town - he makes Cobra 
look like a social worker. 

The Judges try to keep order 
despite the escalating crime 
figures among the bored, teeming 
millions. Criminate are known as 
"perpetrators*. Of 'perps' for short 
and Judges dispense the law 
ruthlessly using their multi-pur- 
pose guns. Judge Dredd has a 
reputation: if a perp' sees him 
coming, (here's generally no resis- 
tance - the bad guys usually give 
up without a struggle or end up 
dead. 

At CRASH Towers, taw is dis- 
pensed not with a Dredd-style 



Lawgiver, but with a well-timed 
boot from a Doc Marten! Usually 
placed in the rear of your tolling 
Gomps Minion . . . 

uSt not fair. All I did was go 
Over to IPC Towers where the 
great 2Q0QAD comic, in which 
Judge Dredd appears, to put 
I ogether . To get a feel tor what was 
going on with thrs competition, 
your humbie Gomps Mm ion travel- 
fed all the way down to London 
and ascended the giddy height s of 
Kings Reach Tower, where IPC's 
artists do their thing, 

in the art department, the nice 
Art Droid. Steve Dillon was exp- 
laining how they drew the frames 
and put the comic together. Unfor- 
tunately, there was this bottle of 
T>pp-ex fust sitting there on the 
drawing board, and guess who 
just happened to knock the bOtUe 
over whilst gazing with awe as the 
cartoon took shape before his 
eyes'* As you can see, from the 
results shown here, the Tipp-ex 
splattered all over the speech bub- 
bles. 

Naturally, as the deadline for 



lhat issue was about ten minutes 
away, those nice people at 
2QO0AO started to turn a mtte 
nasty. So. pausing only to grab the 
now ruined artwork, I legged it for 
the door. When I got back to Lud- 
low, the Publishing Wrath was 
great as I explained what had hap- 
pened. I still can't sit down. 

Help me out, dear reader Use 
your imagination and restore the 
captions to their former glory. As 
you can see. this empty- bubble 
strip is part of a story about the 
confrontation between the great 
man nimseti, Judge Dredd. and 
another Judge who looks like he's 
made just one visit too many to 
Otto Sumps Ugly Clinic. Either 
that or, gang by the logo on his 
helmet, Clint Eastwood/ Dirty 
Harry is still alrve and kicking in the 
year 2000 and looking for a spot of 
relaxation after his tenth term as 
Mayor of CarmeL 

the best wordsmrth is going to 
win a truly unique prize; Mel- 
bourne house will arrange tor One 
ot the 200AD Art Droids to pro- 
duce a portrait of the winner dres- 



sed as a Mega-City Judge. And 
the winner can choose which dro*d 
te to do Ihe portrait from the follow- 
ing list: Cam Kennedy, Steve Dil- 
lon, Darry Krlson. John Higgins, 
Ian Gibson. CWI Robmson, Bren- 
dan McCarth and Ron Smith. 
Naturally. mei*ouhne house are 
going to throw in a copy of the 
game and a Dredd T Shirt, 

Two runners- up stand lo collect 
the Judge Dredd Annual for 1987, 
the Judge Dredd board game, the 
T Shirt and a copy of I he Spectrum 
game Finally, ton runners-up will 
collect the computer game on its 
Own, Check out the preview in this 
issue . - . 

Use your best handwriting and 
WhKZ your words in to me at 
JUDGE DREDD, CRASH. PO 
BOX 10. LUDLOW. SHROP- 
SHIRE, SYS 1DB making sure 
they arrive before 28th February. It 
you can't tit your captions into the 
bubbles, jot them down on a piece 
of paper, indicating clearly where 
the words go in the drawing. 




CRASH February 1987 85 



D NICHE u 



BTECHONICHEITE 



VIDEOFACE TO FACE 



Going alt dotty on digi Users 
a couple of issues back fed 
Franco Frey to fame, recog- 
nition but no fortune. Not 
that anyone mistook him 
for Lesley Anne Down or 
Mariene Dietrich, but the 
arrival of a smalt parcel 
covered in Dutch postage 
stamps showed him that 
Big Brother is watching 
and reading. 
Thinking about late Christmas presents, he 
unpacked the gift. He didn't find After Eights or Black 
Magic, but an insignificant looking black box . , . 
immediately recognisable as a Spectrum add-on. In 
fact, it was of the variety of video digitisers, previously 
rare and unknown creatures, now suddenly popping 
out of all sorts of nooks and crannies. 




VIDEOFACE 



Producer DATA Skip 
Price: £69,00 Inc VATYPfcP 

One quick look ai I he manual reve- 
als a great deal about the author's 
English, but little about the Vkt- 
eoface, After the usual prod and 
thrust, the interlace was married 
to my now not-so-new Spectrum 
Plus, which has developed the dis- 
turbing^ hab<t ol wolentry rejecting 
incompatible interface partners. 
Not so in this case. The V«teo/eos 
should happHy co-exist with such 
venerable species as the Spec- 
trum 16K/4BK. Spectrum Pius, 
128 and Spectrum Plus Two. 
although experiments were not 
made to prove all these bold state - 
mer ' 

Clearly, Videoface m not going 
to perform unless n is connected 
to a video camera or at least a 
video recorder , , . as no 
hardware was supplied Id make 
the connections, I pinched a com- 
petitor's accessory left over from 
an earlier review and made the 
appropriate connections. As life 
isn't worth hvinq without software. 
I loaded up a shod program from 
the tape supplied with (he umi and 
thanked God it wasn t recorded m 
Dutch 

The menu reveals the most out- 
standing feature of Vkteotace - 
animation. Could this really be^ 
Was this the breakthrough that 
everybody had been wailing tor'? 
WasMariene Dnetnch going to per- 
form co the Spectrum? 
optimised on speed and Ihe result 
is a conversion period of only 16 
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non-mterlaced TV screens, which 
means a scan speed at only 320 
milliseconds. At this rale, over 
three digitised screens can be 
generated per second, which 
takes the user into the realm of ani- 
mal ion , The effect is quite stagger- 
ing, considering the massive lim+- 
lahonsof (be Spectrum 

Choosing the right subject is the 
main problem, as two aspects 
have to be carefully considered 
One is the low resolution of I he 
Spectrum screen - so avoid pic- 
tures with too much detail. Go for 
ctoso-ups and uncluttered 
screens. Secondly, avoid last- 
moving sequences: consider that 
the otd Urnm home-mowe 
cameras operated at IS pictures 
per second - still six times faster 
than the Vkteoface- and you start 
realising the limitations. Try to 
avoid panning shots or zoom 
movemenls. As the digrlised pic- 
ture is generated over a period of 
16 TV pictures, any major change 
or movement creates a distorted 
and meaningless digitised end 
product. 



MARLENE DIETRICH 
LIVE FROM THE 
BLUE ANGEL 

The video screen consists of 625 
lines and for a flicker- tree display, 
it is scanned 25 times a second In 
the days when standards were laid 
down, the frequency ol the picture 
signal was seen to be beyond the 
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limits of technotogy, with the high 
line resolution and 625 lines , it was 
decided to divide the full screen 
into two consecutive scans of 
312.5 lines, with the first scan 
defining ' odd ' numbered lines and 
the second defining the "even'. The 
two scans give an interlaced dis- 
play of 6S5 lines when viewed by 
the human eye. 

Most computers do not have 
interlaced displays, and ihew 
maximum resolution Is only 312 



lines or less. This means that if an 
individual hart-screen is to be 
digitised and stored, it must be 
done within 20 milliseconds, lb be 
able to record an individual TV 
frame, a very fasi analogue- to- 
digital converter ts required (a flash 
tvo converter) which measures 
the voltage level of the video signal 
and converts the value into a 
binary number ready for storage m 
memory The mam problem is that 
these converters cost an arm and 
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a leg. That's alright for special | 
effects as seen on Top Of The 
Pops, where the video editing sys- 
tem works with hill resc-Tutton 
screen storage to provide fantastic 
WW manipulations, but il's not 
bo good for home computers. 

Home' digitizers work with 
siow M) converters which require 
a frozen picture, as the conversion 
of the screen requires several 
scans and can last up to several 
seconds. The sunsct rjgttieer 
reviewed a couple of issues bach 
took nearly six seconds, but 
stored each point as a nibble - a 
half byte - giving a grey scale from 
1 to 15, When displayed on the 
computer screen, the black to 
white boundary could be set any- 
where between 1 and >5, Further- 
more, using up to three different 
stippling effects, a grey scale 
effect could be arranged, giving a 
remarkably lifelike image despite 
the low resolution. 

With Wotaoface o*& skip 
optimised on speed end the resuli 
<s a conversionporiod of only 16 
non-interlaced TV screens, which 
means a scan speed of only 350 
mhseconds. At this rale, over 
three digitised screens can be gen - 
seated per second, which takes 
the user into the realm of anima- 
tion, The effect is quite staggering, 
considering the massive limita- 
tions of the Spectrum- 
Choosing the right subject is the 
main problem, as two aspects 
have to be carefully considered. 
One is the low resolution of the 
Spectrum screen - so avoid pic- 
tures with too much detail. Go tor 
close-ups and uncluttered 
screens. Secondly, avoid fast- 
moving sequences consider that 
the old Smm home* movie 
cameras operated at 18 pictures 
per second - still six times faster 
than the Videotaoe - and you start 
realising the limitations, Try to 
■void panning shots or zoom 
movements. As the digitised pic- 
ture is generated over a period of 
16 TV pictures, any major change 
or movement creates a distorted 
and meaningless digitised end 
product 



CAMERAS 
ROLLING? 

The modus operandi is quite sim- 
ple. Pressing the Q key initiates the 
picture scanning and Videoface 
deposits six screens, in rotation, 
within a defined screen buffer ana 
of memory. Videoface also dis- 
plays the screens on the Spectrum 
and the animation affect can be 
studied. As the Spectrum screen 
Is lirmtad to 256 by 192 pr<els. the 
entire TV screen can't be fitted into 
the digitised format -the digilismg 
tame may be positioned any- 
where on the TV screen, using the 
cursor keys. 

When you're satisfied with the 
last sue displayed screens, pres- 
sing the Z or SmCE key interrupts 
the scanning operation and the 
last six screens am retained Intact 
wrthm the buffer memory, They are 
now available for display by single- 
stepping or tar animation at van- 



able speed. The rate of display can 
be stepped up to create a quick- 
motion effect. The screen on dis- 
play can be copied or saved to 
tape. 

As far as speed is concerned, 
the Videoface clearly knocks 
pixels off the sunset digit iser. But 
all is not well. The digitised screen 
is stored on a pixel oasis m mem- 
ory, and grey-scafing values are 
lost forever. The trigger point bet- 
ween black and wfwte ts controlled 
by hardware, and is adjusted by 
twiddling a potentiometer knob on 
the interface during conversion 
time. Once material has been 
stored, changes cant be made - 
stippling effects can't be gener- 
ated. 

The net result is a comparative 
loss in picture quality. A picture 
captured by sunset's equipment 
with grey stippling effect can be 
much batter than a Wdeo'ace-gen- 
erated picture. So it's take your 
pick - animation or improved pic- 
ture quality? 

Video/ace is fun to use , but it has 
some peculiar quirks. It is quite 
annoying to have the mmi-menu 
blinking over the picture you're try- 
ing to view when using the single- 
step mode. A more serious matter 
is that the program does not seem 
to be crastvproof. In tact, 
whenever a picture is saved to tape 
the program decides to go off on 
its own and leave the operator m a 
slightly animated slate - espe- 
cially when the intention was lo 
save all six screens to tape! Natur- 
ally, the only solution is to reset the 
computer and lose the contents ol 
the screen buffer. 

Similarly, during conversion the 
program has been known to wan- 
der off. it happens to the bast of 
us . . , The software consists of a 
mixture of BASIC and machine 
code thai takes up about 1300 
bytes starting at location 63232. 
The area between BASIC and 
machine code can only be used by 
switching animation off {an option 
in the main menu), otherwise this 
area is used to store the six 
screens. 

The manual lists Videoface com- 
patible interlaces which can be 
operated without interference. 



CONCLUSION 

A very enjoyable add-on lor the 
Spectrum, which can provide 
hours and hours of entertainment. 
I still haven't found any serious use 
for a digitiser. but thai, to my mind, 
is not very Important Make sure 
you have a video camera or a video 
recorder with a good sUH tram* 
facility if youTre after good stilt 
shots. 

I'll end by quoting the e«c stent 
manual , which sums up all aspects 
of the Video/ace in a short and con- 
cise way: 

Now you can using the DATA-SKIP 
Videoface pour signal horn the 
analogue world tntoa digital dress. 

Interested image-grabbers can 
acquire the Wdeoface from DATA 
SKIP. Lang* WHIemsteeg 10. 
2901 Gouda. Holland 



COMPLIMENTing 
the SPECTRUM? 

Saga systems are well known for their attempts to 
change your meagre little Spectrum PCB into some- 
thing that looks twice the price and feels three times 
as important - now saga have leapt into the Spectrum 
marketplace with a new batch of goodies for the more 
serious user; The SAGA Compliment 

Saga have collected what they think is the best 
hardware from all over the Spectrum world, found 
some complementing software and bundled it all 
together. When added to a Spectrum PCB and TV/ 
monitor, this be co roes the complete executive pac- 
kage for those who want something more than a 
games machine. 

DOMINIC HANDY, our resident word-processor 
reviewer, takes a look at the collection of equipment 
and software available for £343.85 including VAT. 

compliment 
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1 - System ities etc* 

2 - gQRC» -PROCESSOR TI_U~ 

3 - DfiTP-B^SE Miinrfi t«* 
4. - 5PRER0- SHEET 'Onri'i calC 
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THE BRAINS... 

The heart ol any compulse system 
is the cont roil mg software - it must 
be easy to use. yet powerful 
enough to push (he hardware lo its 
limits. The Compliment system 
does its besi to fulfil both of tftese 
requirements, Once you've con- 
nected all your hardware together. 
all you have lo do is turn on, insert 
the system disk and press RUN 
(oh, and ENTER) That's il. you are 
now in the Compliment Operating 
Environment (COE) you never 
need know how your computer 
works. TNs makes the Compli- 
ment System perfect for anyone 
ihat wants the power of a compu- 
ter without the hassles ol prog- 
ramming, In the COE you ate pre- 
sented with a series ol menus and 
sub-menus from which the disk 
utilities and software provided 
with the system may be ac cess ed. 
The ihree main programs involved 
are The Last Word, Mastering and 
Omr\icak:2 



THE WORD 
PROCESSOR . . . 



The Last Word {or TLWas saga like 
to call it), is s*o*s contribution to 
the software I looked at TWin 
Issue 31. but in give a short 
resume of its contents end perfor- 
mance for those of you who are 
loo lazy to search out the fun 
review 

TLvVs mam attraction t&, that if 
you have a 80 column printer . the 
screen can display the exact for- 
mat ol your printed te*l. You have 
a choice ol tour character widths 
from the most legible, 40 columns 
to a clever (but eye-si raining) SO 
columns. TtlrVis nol as powerful 
as Other word processors on the 
market - n lacks a sophisticated 
find/replace option, and has com- 
plicated and limited block text 
handling - bul where TLW rules 
supreme is in the area of compel i- 
bilrty with its surrounding peripher- 
als. 
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TLIrVs printer handling is sec- 
ond to none, and the opus disk 
drive is catered for in every way. 
Other TLW exlras include a cal- 
culator and the ability to include 
BASIC variables and data from 
Maatortfedireciiy into a 71 W text 
file. An extra program has been 
added to the original TLW lor 
Compliment and allows the user 
lo define odd-looking letters and 
Symbols lo appear on the screen 
This makes it completely compati- 
ble with trie Compliment printer, 
which can pnnt internationril 
characters from eight different 
countries. 



THE DATABASE 

S*ca went for me best they could 
get. and the best is Campbell sys- 
tems' M&sterfiie. This database is 
almost totally menu-driven, and 
although n takes a while lo get 
used to setting up Mas. it is rela- 
livety quick and powerful, and can 



Spreadsheet are used to store 
and collate mathematical data. By 
applying formulae you can 
(amongst other things) work out 
VAT returns or forecast profits and 
losses for a penod of time. When 
the results have been calculated, 
they can be plotted on a histog- 
ram. Unfortunately, although I 
could get a prim-out of the results 
table. I couldn't manage to get a 
hard copy Of (he histogram. 
Ommcate is arguably the best 
spreadsheet on the Spectrum, but 
I feei lhal (he program is out on a 
limb in the Compliment system, as 
once you've got your results you 
can't transfer them to any of the 
Other programs. 

Unfortunately, all the software 
seems to have been grabbed from 
the respective software houses, 
made compatible with the disk 
system and the printer and then 
left aione. If Compliment is sup- 
posed to be a fully -independent 
system, then the manuals should 
have been re-wrrtlen and t he prog - 
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use up to 32K for data storage in 
the 48K machine. After data has 
bean entered, you can play about 
with the on the screen presenta- 
tion - using boxes, lines, and diffe- 
rent text sizes and colours to 
enhance the presentation of the 
file. 

The file search is very powerful, 
and includes facilities lo total up 
and average numeric data. Mas- 
teffile results can be printed out or 
saved onto disk via the add it ion of 
a new opus disk option, and may 
be u&ed in conjunction with TLW 
to give a very powerful letter -writ- 
ing combination. 

THE 
SPREADSHEET 



Good spreadsheets are scarce on 
the Spectrum, so it is not surpris- 
ing that Qmrwica/c ? was chosen to 
fill this slot. t( was originally written 
and released in 19&J by those nice 
people at i*icHost*n$fte 
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rams altered to exploit trie 
hardware to the full. As it is. the 
package seems a little disjointed. 
leaving Mas fertile and Omnicalc 
looking dangerously dated. 



. . . AND THE 
BRAWN 

Mow on to the expensive part of 
your C343.85 Saga are amongst 
ihe top producers of Spectrum 
hardware, and they haven't 
skimped on the Compliment sys- 
tem. The hardware consists of 
three basic components - the 
keyboard, the disk drive, and the 
printer The keyboard would nor- 
mally cost you about £50, the disk 
dnve around El 00, and the printer 
a cool £200 

Tiff KEYBOARD 

Need you ask? Of course sua 
Include one of their own 



keyboards - not however one of 
their best! They've decided that 
the saga 2 + Is good enough lor 
the pb - and they're almost right. 
The unusual layout of the keys is 
hard to get used to. If you fancy a 
quick session programming, there 
are no keyword legends on the 
keys - you have (o look at the 
keyword layout at the top of 
keyboard lor guidance. The saoa 
2 t looks much better than any of 
t he Sinclair eHorts. and is a neces ■ 
sriy for the keen word-processor 
user. 



THE DISK DRIVE 

No surprises here either! Saga 
have opted for the {almost) indus- 
try standard opus Otscovety 1 disk 
drive To my mind, pound for 
pound, this is Ihe best Spectrum 
disk drive available. As well as gel- 
ting a 3.5 inch single -Sided, 256K 
(179K iormatted) drive, you also 
gel a parallel printer mierface, 
Kempslon joystick port, compo- 
site video port, and an on/off 
switch. The opus is compatible 
wrlh Microdrive BASIC commands 
(although you don'i have to use 
that long-winded method - opus 
have their own shortened com* 
mends). 



it at that price - rl's worth much 
more (but I wont tell them if you 
don't). The Polo is claimed to hit a 
top speed of f 50 characters per 
second in draft mode - t'll take 
their word lor it - although normal 
speed is 1 ZOcps and this gives out 
very good quei I ity output Bui if you 
wanl a real surprise, look at the 
2 5cps Letter Quality mode. At this 
speed you would expect very 
good quality printing - but to (ell 
you the truth it is very hard lo see 
the difference between output 
from this and from a oaisywheet 
pnnter thai would coat you about 
C500! 

You also have the full flexibility 
of a dot-math* printer, allowing 
screen dumps and output i n lots of 
different styles. I did find however, 
thai once you were in LO mode 
you were a bit resincied as to what 
style you pn'med - lor instance LO 
italics are out of l he question. As 
with all the hardware in the Com- 
pliment system, the Pofo Mk II 
printer is One of the best in its 
class, 



SUMMARY 

After having a good look at the 
Compliment system. I am left with 
the leeling that it is a bit loo expen - 
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The Discovery f is capable of 
renaming files or copying from one 
disk to another. It can even copy 
whole disks at a time (all by using 
one drive, although you can 
upgrade to two) It also offers the 
added bonus of random access 
files - which make the Discovery 
quicker all round. Romahttc 
AOSOT'fi Trans-Express program la 
included, and can transfer very 
simple programs from tape to disk, 
or any type of program from disk 
to disk. 



THE PRINTER 

The printer chosen is the Pok* It 
LO. It's a dol-mainx EPSOH-COm- 
pailble printer, and as I said earlier 
it normally sells for C2QQ (and saoa 
are ihe sole distributors). They 
must be out of their heads seHmg 



sive to lash out on all at once. As 
TLW has just been released it 
doesn't seem out of place, but 
Masterfite and Omntcstc (although 
good m i heir time) show how dated 
they are H put through some rigor- 
ous tests, I would much rather 
have seen my RMirxmsoTTWAAE (the 
designers of 71 W) design a whole 
new set of software packages. On 
the hardware side saoa can't go 
wrong - they have picked the best 
of all wor Ids. Saoa also realise that 
around E35Q ts quite a lot for a 
Spectrum owner, and they say that 
they are willing to supply you with 
the equipment that suits your 
needs land financial means). 

Despite the my niggles about 
the software, saoa have come out 
with a respectable challenger for 
Uncte Alan Sugar's PCW to my 
mind, they've beaten him on all 
counts - after all, his software 
leaves a lot to be desired 
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Jon Bates was out 
doing his Christmas 
shopping when he 
popped into his local 
branch of BOOTS. What 
should he see, but 
cheetah's latest 

Keyboard and MIDI 
add-on? Cheetah 
hadn't sent him the 
goodies, so a quick chat to the boots Man- 
ager led to a review . . . 

THE MK5 KEYBOARD 



For Ihe first tints ever, a computer ■ 
based lirm has Stepped out boldly 
into the territory of the music busi- 
ness. In short cheetah, under com- 
mission from tWTS, have 
launched what is known »n the 
trade ss a mother" keyboard On 
As own it's as deaf and dumb as a 
stufled dodo, but linked via MO 
lo either a synth. synth module or 
MIDi hardware, ii acts as a 
polyphonic master controller ol all 
and sundry - especially those 
synihs equipped with liddly little 
keys. The instruction manual te 
wry easy to understand with jolly 
diagrams of the various configura- 
tions ttiat can be achieved with the 
keyboard and venous addons I 
wl assume ihai you have a little 
knowledge Of MIDI by now as I 
have been bleating about its vir- 
tues for some time (see - you 
should have been paying atten- 
tion'* 

The MK5 is a five octave 
keyboard wilh full-size keys and 
iransmits MIDI codes. Obviously it 
iransmits note on/off, but by 
selecting the centrally -positioned 
program mode button, the top 
octave takes on various other 
functions: channel up/down, 
octave up/down and program up/ 
down - programs here meaning 
ths sound programs banked m the 
synfrs -at 1 23 of them. A red LED. 
positioned to (he nghi ol the 
keyboard, flickers ominously 
whenever a note is played. From 
the the channel, program, and 
octave number are read oft End 
less sustain (more correctly, a hold 
function) is achieved by pressing 
Ins mode button before releasing 
thenoies 

The pitch-bend wheel is rather 
oddly positioned - above the 
Keyboard and parallel to it I'm not 
sure that ihis » a good Ihmg no 
other keyboard manufactured 
since 1971 has done this it's 
almost as if n were an attert hough I 
Another problem is thai it only 
bends half the value which the 
Synth is Set to. 

As wiiti most products, cheetah 
have had to suffer the problem ol 
hew much they can include in the 
MK5 without raising the price loo 
(ugh Much ol the MIDI proiocol is 
not here: keyboard split, modula- 
tion wheel, transposition, tuning, 
provision tor sound layering and 



velocity sensing are all absent A 
more serious omission is that if 
does not work m omrt mode - 
transmitting on all sixteen chan- 
nels simultaneously This means 
that you are rather stuck when it 
comes to using two or mom mod- 
ules as you can only address them 
individually or by reassigning 
each synlh's receiving MIDI Chan- 
nel. Perhaps an intelligent add-on 
bos could provide multiple patch 
(program) memories and far more 
detailed MIDI data instructions 
(Many thanks to the management 
and staff of moors in Stourbridge, 
who loaned us their one and only 
MH5 for the purposes of this 
review Mass executions have 
since taken place in cweftaw's 
promotions department as a result 
ot ttmr grave oversight) 

MINI INTERFACE 

The MID) interface from cheetah 
has stiH only appeared in pro- 
totype form - there is however a 
MINI interface. This is an extra for 
the MK5 keyboard, but ii is essen- 
tial ii you have a 1 2& but no synlh. 
It gives you control over the AY 
8912 chip in the 126 winch, it must 
be admrtied, was really designed 
with arcade games in mind; only 

Pivmq you a basic square wave, 
lugging in Ihe hardware and 
loading up the Mtcrodrive-corrv 
pntibte software gives you lull con- 
trol over (he chip; sound shaping, 
pitch shaping, noise mixing and a 
split keyboard function. The menu 
appears as pop-up overlays on ihe 
screen you are working on and is 
very easy to work use, 

Full marks for the graphic dis- 
play of the sound/volume shaping 
section (more properly called an 
envelope)- It gives a pretty good 
idea of what the sound wilt be. 
although Ihe sustain pari of the 
envelope seems to have a fixed 
duration It's also a doddle to work 
with. Not so the pitch envelope, 
which is far more complex and 
requires you to fill out an eight 
stage table ol up lo 24 numbers 
per sound. Why not simplify things 
and display it visually^ 

The noise' is optional and can 
be mixud in with Ihe main sound Or 
heard on its own It isn't wonder- 
futy clear from the manual, but the 



noise is also shaped by the volume 
envelope. There is also a modula- 
tion option which allows the noise 
to be affected by the pitch 
envelope: a different sort of 
'swoosh* sounds depending on 
which part of the keyboard you are 
playing. 

The keyboard spirt is a goodie. 
Although ihe chip is only capable 
of playir>g three notes simultane- 
ously, these can be split so thai 
the bottom two octaves ot the 
keyboard can play a different 
sound to the upper pad, a uselui 
and very sensible function The 



MK5 keyboard -very efficient The 
big complaint here is that none of 
the sounds can be labelled, they 
are known by numbers only, \ can 
see this as a real pain when you 
have creeled various sound files 
and need to remember what voice 
ib what from file to file. Ateo a file 
merge would be nice so that voi- 
ces on one (Me could be added to 
another. 

&ven the limitations of the AY 
9812 chip, cheetah have done a 
tine job with this module. I'm not 
Sure mat H tustttms its price tag - 
particulEtny as 1 could not get mine 




pilch bend on/off is really a non- 
starter as; A) you'd hardly fiddle 
around with the pitch bend control 
if you didn't want lo use it so why 
bother to switch it off and b) it 
doesn't track with the key scaling 
- in other words 1 only bends a 
fraction ol an octave at the bottom 
end but achieves a full octave of 
bend at the top 

There is a tremolo option which 
does a lair job of chopping the 
sound up, plus a sound file which 
can contain up to 64 sounds - you 
get 20 whan you purchase the 
module. Sounds can be called up 
from the Spectrum or from the 



to work with any other MIDI 
keyboard other than the MK5 (I 
suspect some mix- up of MIDI 
codes and flags) it is however a 
fascinating and easy tool to use. 
Watch this space for delate of 
thev next load of music modules - 
it would seem that cheetah are 
becoming very motivated in this 
direction, 

Both these products are availa- 
ble tram most branches of boots. 
The MK5 will set you back CM 95 
complete with power supply, and 
(he MINI interface C29.95 

JON BATES 



TAPE UTILITY 9 



NEW 



TMa p fog r a m gives a tape back-up ot moat aoftwara! 
Even converts most jerky headers to normal fqr reliable leading. 
Manages v, long prog ra ms (even SlklJ. test loaders, etc, etc, 40c 
Spectrum* only C6.M Ol 



i on tape f£4,99rt updating). 



NEW TRANSFER PACK 3 — for tape to drive 



A sottwar* »ytl»m lo convert many TAPE basad program* to your 
DRIVE jno matter what type) ♦ OTHER USEFUL UlMUM. Most jerky 
towkKSHiBEASlLYCr^VSrledtOWrve.PtCkrwsatMiait/prog/ams'Onry 
■58* Speclrums, Opus/Beta owners add CI for optional extra program. 
State iuim or your drtv* wiwi ordering, ttuet on too* OH ti2-» on 
nVdrtv* cartridge, (ES if updating) 

INFORMATION SHEETS - CI each - appro* S transfers of popular 

programs, par sheet - needs TP3. Up to No 25 available Special offer 

-NoVttoaOonryM^Ot 

MICflOTRAMS - tor nv'dnw to m/dnv* hack-up I lap* to nvdrive jmcl 

headenes*} - does NOT convert programs C3 on tap*, £4 on m/dnV* 



Ousts***: add £i Europe. tS others each product. SAF (or ■nquww*. 
ALL OUPl PROGRAMS CARRY OUR MOttCY BACK OUARANTll 

mot updates} 

LEPW. DCF! Cft 11 BtACOMiFIEsJ) OQ&. WWTLPf 6KL M» Utt AM MM 2UMt5t 
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This month Simon 
Goodwin gets to grips 
with the latest, and 
self -proclaimed 
greatest compiler 
from hi SOFT. After get- 
ting into a bit of a 
wrangle with DATEL 
that is! 



WAR ON THE 
PERIPHERY? 



After much telephoning I have 
found out more about the joystick 
problem mentioned in last 
months review of oatel's Snap- 
shot 2 For some strange reason 
the Snapshot wooid not work with 
a cheetah Macb 1+ joystick The 
■;!ick worked fine with other inter- 
laces, and the Snapshot worked 
with older sticks - in fad oatel 
said lhal it would work with any 
slick (and ANY software - but 
that's another story . . . } 

Datel and cheetah each have 
their own explanations of what's 
gwng on. Since they're in direct 
competition, you may not be sur- 
prised to hear l hat l hey blame one 
another. Judge tor yourseM' 

CHEETAH 

Cheetah blame datel for using the 
wrong kind of 'pull up ' resistors in 
the Snapshot interface, which 
apparently means that it requires 
an unusually high Signalling cur- 
rent. One other brand of interface 
works the same way - the date* 
mport. which datel decry as a 
copy' of their design. 

Anyhow. Cheetah's new sticks 
get into trouble because they have 
been adapted to work with a nor- 
mal interface Ofl the scrambled 
socket on a Plus 2 The Mach 1 4 
contains an extra resistor to make 
sure that you can't damage your 
computer if you accidentally use 
the wrong plug, This resistor limits 
the current through the joystick to 
the point where datel's Snapshot 
can t always tell what the stick is 
up to 
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Cheetah say that their sticks 
checked out Okay with datel's 
switchabie interface bul admit that 
they didn't try the single- port ver- 
sion, Datel say that there's no dif- 
ference By the time you read this 
cheetah will have received ver- 
sions of thefr sticks which use a 
smaller 'protection' resistor and 
therefore work with even the mosi 
bad-tempered of interfaces 

DATEL 

Datel flatly insist that there's 
nothing wrong with their design, 
tatty though it may appear They 
apparently have no plans to make 
changes They did their best to 
confuse the issue by suggesting 
that cheetahs interface was 
incompatible with cheetah's own 
joysticks' Cheetah laugh this off, 
explaining thai Boots and Oixons 
have been happily bundling thai 
combination for months with every 
Plus 2 they sell. 

As you might expect, datel also 
took exception to my review of 
Snapshot 2, though they made it 
clear that they disliked the whole 
TECH TIPS column, "The stuff you 
write is absolute crap", was their 
snappy con versation- opener, and 
most of the rest of their comments 
reflected a similar depth ol 
analysis Perhaps ihey're miffed 
that we can publish a 50p interface 
design when they're trying to 
dump old products with dealers al 
C2-3 a throw" 

Datel did make a relevant point 
about Jamie Neil's auto-fire mod- 
ificalion, which was One of Seven 



'Tech Tips" I printed lasi Ociober. 
Apparently the modification wif) 
not work on "any" interface as 
Jamie claims. I'm grateful to datel 
lor telling me this, but I'm not sure 
that it's quite the damning indict- 
ment they were looking for. 

bke Hannah and Derek, I have 
to trust readers to be exact when 
giving lips about hardware I don't 
use myself, When I hear of snags 
from manufacturers or the many 
readers who write i n each month , I 
print the details as soon as I know 
about them 

Thbs honesty all round* policy 
discourages unreliable lips, as 
contributors are always named. 
Mistakes can crop up. but they're 
easily fixed In fad no one except 
datel has picked up on l he auto- 
fire problem, and even they didn't 
menlion H until I phoned them to 
talk about joysticks. 

Datel suggested that the Snap- 
shot interface t received was a 
faulty unit. As l said in the review. I 
suspected this for a hit le while , bul 
the facts indicated otherwise. The 
review unit worked fine on simple, 
unprotected software, but could 
not cope with recent, more sophis- 
ticated, software titles. 

Later m the same call datel 
alleged ihat ten per cent of Spec- 
irums would nol work with ANY 
"push-button copier'. Whetherthis 
is true or not - and it contradicts 



the view of other manufacturers - 
I'm alarmed that datel's 
documentation made no mention 
Of the fact that Snapshot 2 might 
not work on thousands of comput- 
ers! 

All of the other interfaces which 
I have work fine with the lest Spec- 
trum, Indeed, the Snapshot 
worked consistently well with 
some software - but consistently 
badly with Other titles. Nothing in 
datel's long, arrogant diatribe ran 
counter to my original judgement 
- that the Snapshot <?unrt suppfted 
lor review was poorly finished, 
with inadequate software 

SNAP CONCLUSION 

So much for invective' For the time 
bemg. I would advise you to avoid 
the combination of oath and 
cheetah joystick hardware, or at 
least to try before you buy We are 
willing to try another Snapshot 
unit, and submit it. with ihe original 
review interface, for independent 
technical analysis, if oatel fee) that 
they deserve a re-test Finally, as 
ever, I welcome leiters Irom any- 
one who can add to this debate. 
We have already heard from a 
reader who bought Snapshot 
before our review was published 
and returned it as of " unmerchant- 
able quality' 



THE ULTIMATE ZX 
BASIC COMPUTER 



Most of this month's column deals 
with a new SASIC compitar from 
hoqft. the utility publishers who 
have been responsible for a 
number of highly-respected pro- 
ducts, including Devpac. the first 
'professional' Spectrum assem- 
bler, and workmanklike compiler; 
for the languages C" and ' Pascal' 
The new product is called wsoft 
BASIC, and is billed as a last, 
floating-point compiler tor the ZX 
Spectrum, 1 28 and Plus 2\ 

We've always taken a special 
interest in BASIC compilers in 
TECH TIPS, In August and Sep- 
tember 1985 we looked at eight 
packages that promised to turn 
slow BASIC into fast, efficient 
machine code One of those- The 
Coft. now remaindered al £9.99 - 
was published by hooft. but that 
has not slopped the firm launching 
anolher compiler. 

If "compiler' is a new word to 
you, don't give up reading yet A 
compiler is a programming tool 
thai writes machine code for you. 
It can be used to write games, (in- 
deed, any program J or |ust lo 
soup-up existing BASIC 
software The T984 rave from res. 
FranH'N'St&n, was written with a 
BASIC compiler You don't have 
to be a programmer to use a com- 
piler, but you do have to be vag- 



uely interested m listings, gamep- 
lay or speed. The more i merest you 
take in programming - at any level 
- the more useful a compiler will 
be. 



FRIENDLY BASrC 



Sinclair planned the Spectrum to 
be a machine for budding prog- 
rammers, rather Itian for games 
players, so the butt -m language is 
very 'friendly' It lets you alter 
programs as you teat them, It 
r erect 5 lines that are 'obviously' 
incorrect, although it can't pick up 
all errors by looking at a line m iso- 
lation. You pay for this conveni- 
ence, because ZX BASIC can 
make no assumptions. It checks 
every part of a program as il runs, 
in case a POKE has gone asl ray or 
you've changed something and 
re sinned the program. 

ZX BASIC ts termed an in- 
terpreter' because of the way it 
works out everything it must do as 
it goes along, Hboft BASIC is a 
'compiler' - a program that rune 
once, to work out the exact mean- 
ing of a program. A compiler gen- 
erates purpose-made machine 
code to do the same |Ob - but with 
fewer checks and no time-west- 
ing. 
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ICH BIN EIN Z80'r 



An analogy may help to matte the 
point, imagine that you hire a 

worker who S very fast and 

efficient, but who cant speak your 
language. You're the boss - the 
program - and the eterft is the pro- 
cessor. 

imagine I hat you've already got 
details of the clerk's task, written 
on a set of fifing cards. The old 
dark used lo read through them, 
m sequence, and do the indicated 
iocs It your new employee was to 
work like an INTERPRETER he 
would take a dictionary and start 
looking up t he works on the cards, 
one by one When has translated 
and checked a complete card, 
he'd do the |ob - then he'd trans- 
late the next card, and so on. The 
worker can start almost at once. 
using the old cards you can read. 
but he is slowed by the need to 
translate every word every time. 

H might be better to use the 
approach of a COMPILER. In this 
case you g>ve the clerk a bif o and 
a set of blank cards, and let him 
translate the instructions once and 
for at. You and up with a copy of 
me anginal instructions, m a diffe- 
rent language. You can't under- 
stand them, out the clerk can work 
with them more easily. 

A bright dork - or compter - can 
incorporate other improvements 
into the naw set ot instructions. For 
instance, an old card might say 
"empty the ?00th bucket', requir- 
og the worker to count through the 
buckets from the stad to find (he 
correct one. The new clerk might 
be able to rewrite the instruction, 
or make a map. so that the correct 
bucket (or variable, or program 
**} can be found at once. This 
saves time, as long as the situation 
a consistent If changes are 
required a new set ot specific 
instructions must be made. 

To summarise: interpreters are 
outck and simple while you're 
working out what needs to be 
bone, but compiled instructions 
are more efficient once you know 
what lo do. 



NITTY GRITTY 



* a BASIC interpreter is very 
inefficient, and the underlying task 
s very simple, a compiler can 
make BASIC hundreds of times 
taster, in other cases - say. when 
evaluating trigonometric functions 
or printing lo the screen - the 
interpreter and compiler work at 
much ihe same speed, The time 
reeded to interpret such com- 
mands is small compared to the 
tome needed to carry them out. 

ZX BASIC is a general purpose' 
language, which makes It concise 
ana easy to learn, but sloppy. All 
numbers are held m a fiddly float- 
ing point form which the computer 
must work with, piecemeal. An 
enormous range of numbers can 
be handled, to nine digits of preci- 
sion - but that's often a vast over- 
aft 



The processor can handle 
whole numbers ol up to five digits 
much more easily, but ZX BASIC 
does not take full advantage of 
ihese common special cases'. 
The interpreter struggles on. doing 
everything slowly, the hard way. 
Every number is kept in five bytes 
of memory, even if it would fit inlo 
one or two. 

String handling 15 similarly 

messy. ZX BASIC has no way of 
knowing how big an undimen- 
sioned string will become as a 
program runs. It chooses to shuffle 
values around to make room as 
required. This usually means that 
«t spends more time moving other 
things out of the way than it does 
storing or recalling your text. That 
doesn 1 matter much when you're 
testing a naw program, but it 
makes finished software much 
slower thai 11 need be, 



THE AIM 



The aim of a BASIC compiler is to 
give you the speed ol machine 
code - and hence the freedom to 
use ammai ion, sound effects, and 
other time- intensive techniques - 
while still letting you develop your 
program m friendly, familiar ZX 
BASIC. 

It's easy to learn BASIC, and 
mistakes are usually obvious and 
easy to fix. By contrast, machine 
code programming is compli- 
cated, repeiHhra. pedantic and 
hard to rest it's just the kind of 10b 
you should give to a computer - 
hence the existence of compters . 

Real programs, and the prog- 
rammers, are hard to compare, so 
meaningless but standard prog- 
rams (called 'benchmarks'} are 
used to test interpreters and com- 
pilers in a quantitative way. I've 
test ed wsorr BASIC in this way. to 
see how it stands up lo the com- 
petition. But benchmarks are far 
from the whole story, so I've also 
given msOfT BASIC Some 'real' 
programs to chaw on. 



ELECTRIC 
HACKERS 



Before hisoft BAS/C arrived there 
were two mam types of ZX BASIC 
compiler Some required you to 
adapt your program, or wnte it in a 
special way. so that it could easily 
be re-expressed m machine code. 
These compilers - such as ec#- 
TfK/s ts, MnoFT's Goft, and my own 
ZIP - cannot cope with decimal 
fractions and ii mil ihe use of arrays 
or strings. 

These 'subset' compilers can 
give vary good results. They are 
easier to use than compilers for 
other languages, because you can 
test programs beforehand with the 
interpreter. But they're really just a 
middle ground' between BASIC 
and machine code You need quite 
a lot of knowledge to use subset 
compilers effectively. They're not 
a general solution 11 you've got a 
stow ZX BASIC program and want 
to make it faster with the minimum 
of fuss. 



ACCELERATORS 



The other sort of compiler a aimed 
al people who have already got a 
program . and just want lo speed rt 
up without having to study or re- 
write the code 'Fun' compilers 
can cope with decimal numbers as 
well as whole numbers ('integers} 
but their code is usually 10 to 30 
times slower than that of more 
restrictive compilers. There's a 
trade-off between compatibility 
and speed, in that compiled code 
tends lo get slower as rt works 
more and more like the interpreter. 

General- purpose compilers are 
hard to write The first Spectrum 
one was softens FP, which coped 
well with sums and si rings but had 
quite a few restrictions It couldn't 
handle user-defined functions and 
calculations after GO TOs or 
DATA. 11 also banned arrays ol 
more than one dimension. 

BLAST was a compiler that 
sounded wonderful but never 
worked properly. The publishers, 

OXFORD COMPUTER SYSTEMS. Went 

bust not long after it was launched 
in many ways MSOfT BASiC is 
what BL4ST should have been - 
and carries Ihe same £25 pnce- 
lag 

But 18 months ago Mcoder HI 
arrived, from bhc mfomatkhjc via 
Mt. To my mind, Mcodet ill is the 
best French program yet released 
in the UK. it will compile almost 
anything, although it draws the line 
at array re- dimensioning and 
"add-on" (for example. Microdrive) 
commands. 

Meo<fcr Hi is stylish - it runs 
entirely in video memory, shares 
variables with normal BASIC, and 
generates a mixture of compiled 
and interpreted code with many 
optimisations. But the documen- 
tation is poor, compilation is slow, 
with two mandatory tape loads, 
and the implementors have taken 
a few 'short cuts', trading com* 
pafibiiity for speed. 



THE CONTENDER 



Hisoft BASIC will have to beat 
Mcoder til if it is to 'surpass alt 
others' as MSOFT claim in their 
manual. It was originally written in 
Canada on a TMS-2068 - an 
American Spectrum. Htaorr have 
improved ii and added full support 
for the 120. Their magic formiilii ■- 
a combination of the speed of the 
restricted compilers with ihe flexi- 
bility (at comparable speed} of Ihe 
'full' versions 

"HtsOfT BASIC combines Ihe 
advantages of these two types of 
compiler without any of the disad- 
vantages", the publishers crow, 
claiming "simultaneously the fas- 
test integer compiler and the fas- 
test ftoating-point compiler availa- 
ble for the Spectrums'. 



DOCUMENTATION 



These quotations from the manual 
sell 11 short - after a page and a half 
of hysterical self -congratulation it 



launches into a readable, well- 
designed tutorial The compiler 
toads In tOO seconds from tape. It 
can be moved to disk or Microd- 
rive without much hassle. It won't 
work with some saoa keyboards. 
but saoa have admitted responsi- 
bility for the problem and will sup- 
ply a 'fix' 10 anyone who runs mlo 
trouble, 

Nine small demonstration prog- 
rams follow fhe code on either side 
of the tape The examples are well- 
chosen to illustrate the way direc- 
tives - extra REM statements - are 
used to control compilation 

A simple graphics demonstra- 
ton is 3 3 limes faster after compi- 
lation. A compiler can speed up 
the number-crunching but it can't 
do much to change the amount of 
time actually spent platting points 
on the screen. 

A loop PEEKing and PGKEing 
display information is 1 5 times fas- 
ter when first compiled; an extra 
directive, to say lhal some vari- 
ables ere integers, makes it 409 
limes faster than BASIC 1 This is a 
perfect' example, m the sense 
that rt is something machine code 
does very well and BASIC very 
badly A graphics program work- 
ing from DATA with ORAW is about 
four times faster after compilation 
- this ratio looks more impressive 
than it sounds. 

The Sieve of Eratosthenes is a 
program to find pome numbers. 
It's another near-ideal example, 
although I found it easy to con- 
dense and speed-up msoft's ong - 
inal BASIC. The compiler ran The 
Steve about 1 74 times faster than 
ZX BASIC ZIP- once the spaed 
champ - accelerates the same 
code by a factor of 160, 

The lest two examples are sort- 
ing routines, which «soft BASIC 
makes 20 times faster. The lines 
that generate random data for 
sorting only speed up by about 50 
percent, I compiled several games 
and utilities from my own coHec- 
hon. and found hisoft SASCfast- 
working and reliable I lound one 
minor bug - STOP and RETURN 
are treated as the same instruc- 
tion, 50 you can'i STOP inside a 
subroutine. 

The 50-page A6 manual by 
programmer Cameron Hayne 
reached wsorr m handwritten 
form! The publishers have neatly 
laser-printed ft, but it is easier to 
read than It is to use - it's more a 
collection of interesting essays 
than a reference guide The tutorial 
is excellent and the other pans 
seem quite comprehensive, but 
examples are rare and the lack of 
an index is inexcusable. 



IN USE 



The compiler is started by typing 
*C Programs of up 10 a hundred 
lines or so are compiled almost 
instantly A 35K ZX BASIC game 
compiled into 3.2K of integer code 
m about eight seconds. As wsoft 
BASIC compiles your program, 
gibberish appears on ihe screen, 
which is used as a temporary store 
to free other memory for code. 

Messages Indicate amors, 
routine addresses, and the length 
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of interpreted end compiled code 
You must press a key twice to 
dear messages and step between 
the phases Of compilation. The 
compiler stops as soon as one 
error is found Hison BASIC works 
so fast thai this is not an irritation. 
You can fix the offending line at 
Once - (U&1 press EDIT. 

Compiled code can be started 
with "R, of a RAND USR com 
mand, *X clears out all l he code. 
but it doesn't tell the system, so a 
subsequent *R will usually crash 
the computer - beware' 

T is the most innovative feature 
- this control a trace' which 
keeps track of variable values as a 
program is interpreted at about 
half -speed, When you slop the 
program you can see a lisl show- 
ing which variables were only used 
to hold integers, and the maximum 
length strings reached. if you test 
a program thoroughly white using 
"T you can use the list to leii hisoft 
BASIC which optimisations to per- 
form, and thus get the speed of a 
subset' compiler with no need to 
study the code yourself. 



COMPATIBILITY 



HiSOfT BASIC is more restrictive 
than Mcoder ill, but probably a lit- 
tle more compatible. Mcoder tries 
to 'guess' at optimisations, but 
hisoft expect you to indicate I hem 
by adding directives in REM state- 
ments. These indicate signed and 
unsigned integer variables and 
maximum stnng sizes; the default 
is a rather wasteful 255 characters. 

Arrays of one or two dimensions 
- but nol more - are allowed 
Dimensions must be fixed, not cal- 
culated as a program runs. VAL 
only works with numbers m 
quotes, and noi with numbers jn 
strings - an annoying limitation 
CLEAR and RUN are banned, as 
are expressions m DATA, disfc and 
Microdrive commands. The music 
command PLAY works fine on any 
f 2S. and Is ignored by earlier com- 
puters. 

Minor quirks include a limit ol 
450 targeted lines for GO TOs, no 
coercion in READ (so you must 
mark integer DATA statements), 
and no GLS when a program 
starts. PLOT, DRAW and CIRCLE 
assume the Current colour attri- 
butes, for top speed, so you may 
have to add PAPER 8 or BRIG HT 6 
statements in a few places. Divi- 
sion is always done with floating- 
point arithmetic - even il you're 
using integer variables - unless 
you put an INT around the division . 

You can generally break into 
compiled code in the usual way 
while the compiler is loaded, but 
not thereafter, INPUT statements 
are BREAK and crash- proof, The 
new BREAK scan stops ZX BASIC 
messages, so you can't tell what 
line you were on, even when you 
BREAK normally into the interpre- 
ter. 

Code is concise, as library 
routines are not included unless 
they are required. Floating-point 
programs (end lo grow by about 
20-30 per cent as a result of com- 
pilation, whereas programs that 
use integers exclusively usually 
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shrink a Irtlte. A convoluted 1SK ZX 
BASIC program was compiled into 
20K of machine code in about 80 
seconds. 

There is 29K free for BASIC and 
compiled code on a standard 
Spectrum. You can compile code 
and DATA separately it there Is not 
room for everything together. 
Hisoft BASIC can also work a bit 
like McodertiK overwriting BASIC 
with compiled code, if you give the 
word, Spectrum 128 users get the 
best deal They can put the com- 
piler entirety on RAM disk, allowing 
up to 40K of code in memory at 
once. HtSOFT BASIC also soups- 
up the 128 s BASIC editor 



SPEED TRIALS 



We have printed two sets of Ben- 
chmark ratios for hisoft £MSfC. 
snowing ihe speed of floating- 
point and signed integer code. The 
table also snows ihe code tested 
and the benchmark ratios of the 
two fastest compilers ol 1985 - 
ZjJP 1.5. for Integer-handling, and 
McoderW, tops for flops (FLOaling 
Point QPeralionS. dummyl). Each 
number is the ratio of the £X 
BASIC time to the compiled time. 



especially as it leaves DATA and 
Functions un-compfled, but it's still 
a serious competitor for hisoft 
BASIC if you don't want to bother 
with REM directives - especially 
as it's half the price. 

II you've got a 128. or lots of 
programs to compile, or you want 
lo produce commercial software 
without paying royalties, mboft 
SWSfCis the best compiler on ihe 
market. 11 is well -designed and 
hboft have a good reputation for 
supporting and developing their 
products. But the price is high, 
although you get a lot for your 
money. HaofT BASIC is going to 
do well, but it won't sweep the 
market. 



FREE COMPILERS 



Hands shahmg from loo much 
zapping? Feel like giving it a rest 
and compiling something? instant 
gratification 1 You may already 
have a compiler lurking in your 
software collection. 

The first decent Spectrum 
BASIC compilers - WVS and 
Mcoder II - were effective, 
although limited. They were rather 
tatty in design, loading into a fixed 



ZIP, MCODERIII and HISOFT BASIC - 
BENCHMARK RATIOS 



Code 



Test 



ZIP 



FOR loop 

IF loop 
Vararith 

Num arith 
4+ GO SUB 

5+ loop 
6 i arrays 
FP Maths 



1 

2 
3 
4 
5 
6 
7 

e 



158 
141 
113 
192 
219 
216 
191 
N/a 



HISOFT 
BASIC 

(Integer} 



162 
185 
233 
23B 
265 
219 
197 
N/a 



HISOFT 

BASIC 

{Floating 

point) 



MCODERIII 



5,84 


42.0 


6.60 


10.7 


3.00 


3.3 


2.73 


3,1 


3.32 


3.7 


4.99 


7.7 


6.20 


6.8 


1.11 


1.13 



The table shows that hisoft have 
succeeded m one of their aims- to 
produce a top-speed subset com- 
piler - but Afcoder HI is evidently 
an unknown quantity In Canada 
You should read TECH TIPS 
Cameron* 

The compilers have all been 
specially tuned lo compile such 
arbitrary benchmarks, but it 
appears that hisoft have neg- 
lected their floating -pant routines, 
most of which just call the Spec- 
trum ROM In real programs 
Mcoder may have less of an edge, 




6K hole at the top of the Spec- 
trum's 48K address range. For 
some strange, undocumented 
reason all compiled code was 
tangled up with code in Ihe com- 
piler, so it was impossible lo save 
a compiled program without sav- 
ing the compiler as well! 

The budget game Nuke Leaf 
Irom cos contains a compter, and 
SO does Frank 'N'$te*n from p». 
There ' s not h ing, other than lack of 
documentation lo stop you play- 
ing with these free' compilers. I've 
no fight to print the original instruc- 
tions here, so - like me - you'll 
have lo expenment lo find out 
what the compilers can do. This 
should get you started 



NUKE LEAR 



This is a simple, fast, politically 
unsound game on cess Charlie 
Charlie Sugar budget label. To 
load the compiler type 



CLEAR 4D000 
LOAD "W CODE 




NOKELEAR 




Martin Lewis s WVS2.2 compiler 
will load, from part-way through 
the Nuke Lear tape. Type in some 
simple BASIC and type LET 
X-USR 5990Q to compile it. If all 
goes well the address ol the com- 
piled code will be printed , and you 
can run it with another USR call. 
The compiler is integer -only and 
quite restrictive. If a command is 
refected at first, try adding some 
brackets: Ihis compiler likes LOTS 
of brackets! 



FRANK'N'STEIN 



INa ptmon n gams tm am i i thi 
classics of 384, and has 
appeared on compilations since, 
Published by pss it was whiten 
with David Threffalt's compiler, 
the original Mcoder CRASH 
reader Stuart Green d lima fOkay, 
utel't ) lo have dug out the com- 
piler inside. This is what you type; 

CLEAR 24750 
LOAD "SCREENS 
LOAD "CODE 
CLEAR 40000 

LET T=USR 60000 Starts the com- 
piler. You set ine address where 
compiled code is put with a 
CLEAR statement. Agatn only 
whole numbers are allowed, but 
you can use one-dimenstonaJ 
arrays and most string lunctions 
Redundant brackets may again be 
useful. 

These are old compilers, and 
not of the same standard as recent 
releases - but they're still fun to 
piay with if you're interested, but 
not yet convinced about compil- 
ers 

CAPTAIN'S 
BACKLOG 

I ' ve got a massive back log of post 

- ideas, suggestions, pleas, 
threats and demands for software 

- SO I'm going to spend next 
month's TECH TIPS sifting 
through that lot. hopefully dis- 
pensing a little information and 
illumination en route. Till then, 
please keep writing to me at Ihe 
usual address: 

TECH TIPS. PO BOX 10, LUD- 
LOW. SHROPSHIRE. SV0 1AQ 







I 



—J 



r^Tn 



^ 



< 
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Victory House, Leicestei Place, 
London, WCEH7NB 

Telephone. 01433 0666 







Award winning, all action 
COIN-OP ORIGINAL from TAITO 




Copyright T^ito America Corp 1986. 

Export outside Europe prohibited. 

Exclusive license for Europe - Quicksilva Ltd. 
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Fhdert V*W» completed. 88% 
Sky BiiiuWjWhul con watcher Mtod 

appro* oS^Q." found aJi four 

*y»onca 

AbcAlac4ir% 

Man t sin chambers 

Scrabble bester. on Level 

Chequered Flag ' 

aact mpfOJi: Micro Drhe. i 

Ptul RfcaPd I £8 72 mck Brwds 

Hatcri, t.29. 50 iocs appro. Sd- 

iwstons 1.16.76 sees 

Hm«np&<- 

Sheobng 8.900: VauMinq 8 1 

4,000. Inplo Jump 10 06m; Lifting - 

Banlorr VYwgM fW oil 60,000 

Airwotf 1 iffi screen 

• highest score on Amateur 

Bomb Jack ever 100.000 
Football Manager Level On* Dtvtoain 
On*.FAi ne» 

Journey'* Cm) lterd part. 

Frank Bruno reached fourth boxer 
Hunchback screen eight 

Mtonotes lasers* Pwy> 



A brand now year starts and rt looks like (ha Ludlow Malta are happy 
to leave the Gibbet rent fitted at 1986 prices - which means that 
dealing with Kail of Slime cheats shouldn't put too much of a strain 
on the tea kitty. 

Time marches on. games came and gq, but the Has! Of Sftrn* Stays. 
There's no shortage of wilting high-score heroes rt — ecus , to here's 
to another year of classic high-score gore • . ■ 



uLW> /1ANGI 



Tapper Spate Bar 
Paperboy Sunday 
Vcdrnpkasd 

Planet o* Death completed 
EapkmaB* island o jmp a j fd 
Ohoitt 'n ' Qobkna r Mr 
Quaiatron completed a!» ex, 
Den Dare computed 



or freedom 

WeyefttisT 

q tw etb ua >ai s S166 OOP 

Kal Tempt* nmq be* i w«~ 

Kane r.ompkjtacT 

ftadhawfc Eu*nptoi*d 

■Start Wafcar. Wtdnet. ChnVure. 



Horace and th* Spider* < 

Safer* Wult" 

Mfc *.(« 

Lhjrrdor pe 706 SSO. round as ran 

Bomb Jeefc 2 30.000 

Manic Mtrtar reached 14MtL*areen 

Hypersports 80.000 

Cobra ascend '" 




OF 



iHsDsnqeroui 1 10.000 oedris 
"oomp ielwJ 

oomperlfKi 
atrnosteornpietsd 
i Cempbaa, Lendpn 



Paperboy completed 

DynnrmiiOaalHiiitiinijii.,: 

Qreen Beret completed 

Match pay baa) computer 1 5 

Oh and Usee "ourth !«,► 

Commando arse eight 

Way el the Esptodtng Fill luti> D.m 

Jjek tha Nipper comple t ed 

Saboteur 'jwupieted 

"uri*J*ck«5.r?0 

Mae got to gat twice in a row 

O y i e ra ikj Dan oompleteri 

Cauldron it f)«e Hems 

Hssai Paint beat 

Frank trune't 

Spy Hunter ?4<» 100 

Bwce Lee oomptetei 

Node* rt v»*od 75% 

Ramtw completed -"■» 

World Sana* O a a eba H won 3a 

Peahen BrenaTsh. Sberterd Upen 

Avon 



Sam Fox Stop Poker at pictures 
Paparboy compMad 8? Fi50 
Work) Cup Camrvel won World Cup 
(eaaa srl 
Bobby Bearing ' 
Bomb Jack i?0.S2Q <(po POKE} 
Kntorn Tym* impfcticKi 
Qhiauiron deared mree c >i ■« 
Dynamite Dan II third Island 
0M* CunHfle. ManafirM 



Spy Hunter 1 75.000 jpotu 

Batman comparted 

Football Manager won Fan Dm^on 



and Cup tour times n ■ row 

Jack the Nipper completed 

Bruco Lea beaten computer 7-0 m hnei 

fl*mbo compteted 

Bomb Jack 5*6 650 

Saboteur completed 

Zawson 36,350 

Dynemtu Dan compteiBd 

Sawn KkW, ivybndge, Devon 



Ughdorce 'I 390 
Pentagram completed 
Jason e Gem cornpleMd 
Mlndfion* cocnpHilad 
Rogue Trooper oompiotnd 
Bomb Jack 1.571.000 
NIc FiMn, Lytham. Len&aahee 



Mikie completed twice 
leur compfcjlad 
Fu Master compajtad 
i B-f at 500JJ0Q Dontpaaed 
Ta)A/KungFu>27tlO0 
Tr»ri»irjfFT.ef» 268 
-'S>lWiltyG0.t.»!r". 
nk Bruno besl f rencNe 
omemn -nmploted »um car 
Spy Hunter ! 
RambottOOO 
Commandos 

Booby Baartn g revuod two protheni 
Monte Mi' r 
Lias Caro. Bhepnerd* Way 




" |tOtht3ar»ie?.900) 

'Bet ' 

KungFubtoo 

Bruce Lae completed a" * 

YMArKungFuatsgel 

Rocky Horror Shew oo 

Way of the Tiger oompieird 

MrkMcompKHud 

D. in ■ mt* r-ha, ■ in i * * * - -* t n ■■■In ■■! 

rtupean uwieary, naneeoen lonoon 



biamtnke It camp 

ftembo Cflmcaetad 

Bobby 

GhoattMnrtars: 

Paperboy Saturday 

Heavy on the Meokk 

QhD*t»'n'Qoblin-i 

PMnetOf Dmitri ,;cwnj 

Espkmage Island c> 

Kung Fu Master L« 

6am For Stnp Pokar af sua ptctu 

SbJert Walkor, Wtdnet, Cb*ah4m 



HaaWFlsV' AKaKil 

Atic Auk 1704 

FuH Throttle 1 11TH5MC* 

Ofll and Usee pot muelvoom 

Paperboy b 60fe and Ooous fOahen 

Spy HunMr? 1.000 • 

Arte Alec ?0.0e3: 5?% r> 
■» Kerth (Defterl and FraierJErasJ, 

CifnoiiilwSci ' 



Exploding Flat 10lrr Dan 

Beunder corTtptared and gone round 

trtko It tWO ^yvtemS 
3D Stan Ink* Level Ten 
Ghcul* 'n* Gobiirt* rompleted 
Highway Enrourrter tdfnpkMed 

Jack ttw Hamper ^.vnpieted 

Bobby ■aring^aicuod two brcmen 



r O aiaH n g tu cuodl 
Twmpfeted 



SpyMuniw ■ .■■• Tl 
ftobta 0* the Wood 

tonyDenn, » oim 



Mr Level riv«e 

v» wocdcoavktlBd 



'" 



World Cup *on cup 

S.lbotoyr . ortS^MMff 

Commando one maVcn 
atBaabo . . 'i>p*eled 
•Jaw ■ fd twice 
Prank Bruno compietad 
Bruc«L*»ttOi 400if>ngwsgo1CTBmp> 
PmQPongawa^ 
Krught Tynv* 1 
Thraeweefcaln 
ChutkkalecjUveiS 
w.-Tid Sari 
440 

DynanuteOenfoiraticltsotdynaRvt* 
Abu S-mbel comptatsd 
WMtbank Levtl t i 
Jonntnon I 
Co Down 
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NTLINE 



with Philippa Irvine 



i 




THE NEW BROOM 



Having temporarily forsaken the spires of Oxford for the winding alleyways of Ludlow, it's time for me to introduce myserf 
as the new frontline columnist. Although adventure games are now well -understood as a genre and catered for in most 
magazines in a specialised way, strategy software doesn't usually meet with the same depth of treatment. 

In a recent edition of another Spectrum magazine, a wargame review opened with an apology for the fact that it was one, 
and an assurance that despite everything it was quite a good game. It's drff icult to imagine an adventure being treated like 
this, and yet what might be called pure strategy games are just as different from the 'arcade sector', 

I believe that all kinds of games, 'minority' or not, should have specialised treatment, and so I'm happy to have the 
opportunity to follow in the footsteps of Sean Maslerton. As everyone knows, the life of an Oxford student is hectically 
divided between punting on the Isis, going to college balls, being thrown into Christ Church fountain and smashing up 
restaurants. Despite these demands on my time I'm sure I'll manage to fit in editing FRONTLINE. 

Next month I'll be talking about the relationship between strategy and adventure software and the non-computer gaming 
hobby, so let's have your views on that 

BATTLE OF BRITAIN 



Producer: PSS 

Retail Price: E9.95 
Author: The PSS team 

Pat seems to be trying to appeal 
to the mainstream market with its 
"all action" Wargamers Series, 
this game continues in this vein, 
This kind of wargame is exclusive 
lo (he computer. It regies on the 
facilities offered by a compute*, 
and owes far less to board and 
miniature gaming than more tradi- 
tional implementations. This is not 
msinnsicaHy bed - just different - 
and of us type Battle of Britain is 
certainly not bad. Bui like pss's 
other releases, it is as much a 
game of reflex and quick thinking 
as strategy, and there is not much 
time for reflection and planning. 
Potential purchasers should be 
aware or this, 

Apparently we ait know about 
the Battle of Britain, because ihe 
njlebook contains no historical 
background whatsoever. This is a 
major deficiency; (he Battle of Bri- 
tain may be one of the more famil- 
iar episodes in military history, but 
as a matter of prmcipte. all war- 
games with any pretensions to 
authenticity ought to back them- 
selves up with information which 
puts lire action in context. 

There we three basic game- 
type options offered, the introduc- 
tory level training game, the fast. 
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Th* map »i>owi major towrtm, mirfltMw amf rmttmr ttmtionw tn 
th* Mouth at England. Th* command boa I* ov*r * Britith 

squadron. In ttt* boi top l*lf ft given thm aquadron'a wtatum and 

thm four mm yw t thow whmrm th* iqvmdr&n in ott to - wtrmight 
into th* p*th of thm German /mUmrm, 



furious and very short blitzkrieg 
game, and the full-scale 30 day 
campaign scenario. 

The training level is useful for the 
first few attempts, but it is ludicr- 
ously easy and becomes redun- 
dant after any proficiency is 
attained 



The Blitzkrieg only lasts for one 
day, in this scenario the Luftwaffe 
go for an all-out attack on every 
target, and do it so quickly lhal 
keeping up with the action 
becomes dose to impossible 
without an extra set of faculties 

The campaign game is Imores- 



stve by comparison, both in terms 
of content and length, h takes 
place ever thirty days, implements 
a predictable strategy which is h i s ■ 
torlcaHy accurate', and has a 
choice of three speeds. In bet- 
ween days the player has the 
opportunity to make up the num- 
bers of the squadrons from a pool 
of reserves This gradually 
diminishes m quality as the days 
go by. representing the reeruri- 
ment of inexperienced pilots. Play- 
ing the campaign game aH the way 
through is a king -term project. At 
the slowest speed, with the arcade 
option, it could take well over five 
hours. Fortunately there is an 
option which allows the position 
to be saved at the end of a day. 

The fact that speed determines 
the level of play In the campaign 
says something important about 
the game. The most important skill 
which determines success or fai- 
lure to ihe ability to dash the com- 
mand box about the screen, 
scrambling squadrons efficiently 
and moving them to intercept the 
Luftwaffe No specific orders can 
be given to the squadrons, and 
unless the arcade sequence is 
being played, ihe outcome of an 
aenei conflict seems to depend on 
relative numbers. 

Play takes place across a 
simplistic (but functional) map of 
the south of England. British radar 
stations, airfields and cities are 



rep* esontod. and can be identified 
by moving the joystick or move- 
ment-key operated command 
box. The date and lime is perma- 
nanily displayed underneath a 
scrolling message screen. This 
screen throws Qui 3 rapid variety 
oi information about Ihe weather 
conditions el airfields, squadrons 
whicfi are short of fuel Of tost, and 
Cfties and fad* stations >vttieh are 



game. Success in shooting down 
the German planes increases the 
number of Luftwaffe casualties, 
but playing through the sequence 
greatly lengthens the time it takes 
to get through any of the 
scenarios, and missing it out 
doesn't appear to put Ihe player a I 
a disadvantage it seems thai an 
entire Luftwaffe squadron was 
faced by a single Spitfire or Hur- 




7h# mttMd* BGrwmn, at fftw c&ckpit aim Spitfire- 



bombed by the Germans, Each 
lype of message a accompanied 
by a distinctive audio signal, which 
Isn't a bad idea as m the faster 
games there is scarcely enough 
lime to keep up with them. Infor- 
mation about the strength and 
condition of each squadron when 
axbourne can also be obtained via 
the command box . There are eigh- 
teen squadrons 
stationed around the nine airfields, 
and all ate either Spitfires or Hur- 
ricanes- The Luftwaffe squadrons 
are made up both of fighters and 
bombers 



_^.WA*G* M,Rf 




Many purists are dubious about 
the arcade element which pes 
incorporate into their wargames. It 
is optional in Bertie of Britain, if 
selected, the player is given the 
chance to participate m any battle 
by selecting the squadron m cam- 
bet end playing a brief snatch of 
unexciting simulation, This is cos- 
metically attractive, but very basic 
and slightly too easy, it is disas- 
sociated in feel from the rest of Ihe 



ncane, that the German pitols did 
not shoot beck, and lhat they 
waited to be attacked one plane at 
a lime. 

The gameplay is fast and 
smooth and it becomes absorbing 
after a while; it's the kind of addic 
tion though, thai comes Irom the 
Satisfaction of quick thought and 
action rather than depth of 
thought, and <1 may not be what 
some people are iookmg for m a 
strategy game. On its own terms it 
has an atmosphere of authenticity, 
and creates a playable lasl- mov- 
ing environment which many will 
find enjoyable. 

PRESENTATION 89% 

Substantially packaged and good 
on ihe screen 

RULES 79% 

The rules which relate to the oper- 
ation of the game ere dear and 
concise, but there is a woeful tack 
of background material 

PLAYABIL.TY86% 

The gameplay is smooth and fast 
and has a degree ol hookabiiity 

AUTHENTICITY 87% 

Deviations from historical accu- 
racy are acknowledged: the pat- 
tern of Luftwaffe attack is authen- 
tic and there « a frantic fee* to ihe 
gameplay which recreates the 
atmosphere of ihe original battles 

OPPONENT 77% 

Follows histoncai strategy, tuti 
chooses targets randomly. Mot 
much subtlety 

VALUE FOR MONEY 63% 

. . . depending on what you're 
looking for in a wargame 

GRAPHICS 78% 

The graphics are nol stunning but 

they are clear enough and do the 

fob 

OVERALL 82% 

Recommended as a fast-moving 
puzzle 



LEGIONS 
OF DEA TH 



Producer: Lothlorien 
Retail Price: £9.95 Author. 



A cunousJy unmformative title, 
behind which lies a game concen- 
trating on simulating the role which 
naval warfare played m the Punic 
Wars. The Punic Wars were quite 
as important as the Mapoleonic 
Wars, and were largely about who 



SELECT OPT TO 

DECK CSEW 

J1ASIHES 

GOBVUS 

AfiCHEKS 

TOtCTK 



stow and massive Ct Hectares. 
Once the type of ship has been 
selected the pJaye* can deode 
what kind of craw to assign to it. 
including whether to have 
specialised marines and archers 
aboard. He must also decide on 
"optional extras', like towers and 
sais. (o add to i he basic design, A 
good crew and extras increase the 
lighting efficiency of the ship bul 
they all cost money. The most 



-j-« 



Ttt*lmrg*rmmp»homrmth*9rtHrmplmyir\omr**. thm mm»l)*r th* 
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was gomg get the chance of mak- 
ing an empire ol ihe world, the 
Romans or the Carthaginians, tt is 
to this conflict that the famous 
episode of Hannibal and his 
elephants belongs, but the wars in 
their entirety lasted from 264 BC to 
i J6BC. The turning-point came m 
203BC when Rome won a decisive 
land victory at the Battle of Zama, 
after which Carthage was a 
doomed city and its eventual 
destruction was inevitable. 

The main reason for the 
Cathaginian defeat was the 
Roman success in neutralising her 
powerful naval position, In 264BC 
the Roman people voted to aid the 
Mamertines of Messana against 
the Carthaginians, and met Carth- 
age for the first time on the island 
ofSloly. 

The objective of the game is to 
move ships into neutral and enemy 
ports, and ship gold from them to 
the capiiai city. You must also 
engage the enemy when they hap- 
pen to be encountered in the pur- 
suit ot these goals 

The player musl first design his 
fleet, in a manner which is inevita- 
bly slightly artificial but neverthe- 
less contains an impressive variety 
of choice and detail. He starts with 
a treasury of 1 fMO gold pieces with 
which to buy the navy. There are 
five basic models of ship offered, 
in ascending order of price from 
the small two-oar bireme to the 







expensive ship it is possible to 
design costs 21 4 gold pieces, and 
only four can be bought with the 
initial funds: By contrast the 
cheapest ship, a bireme with a 
crew ol slaves, no marines, 
archers, or extras, only costs 1 5 
gold pieces. In between, there is a 
vast permutation of possfcle 
prices and the maximum (feet of 
sixteen can be bum up of any com- 
bmation of ship designs. There is a 
copy facility to duplicate a ship 
you ve designed if you want more 
man one to that specification 

Once the fleet has been built to 
the player's satisfaction, the prog- 
ram moves onto the mam map 
screen. There are two maps, one a 
static large-scale representation 
of the Mediterranean area bet- 
ween Italy and Carthage and the 
other a scrolling small-scale map 
showing detair Most of the action 
takes place in the small map, as 
orders are given via it, and the 
ports and Ships can only be seen 
on ft. 

Orders are given to the fleet by a 
series of icons. After the idiot- 
proof clanty of the purchasing pro- 
cedure, this is where the operation 
of the game can get slightly con- 
fusing. With a little perseverance 
and patience you can get the hang 
gf the system, and it does not 
remain hopelessly cumbersome to 
work. 

Each ship must be given its I 
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orders mdrvtduaJiy after being 
selected by means ol a Cursor on 
the small-scale map. Movement is 
subject to how fast the rowers 
nave been instructed to go and 
which course is set tor them. If fully 
rigged, tt>e ship will go with the 
wind direction without intervention 
from the rr.wrng crew. The sysiem 
rs clumsy but no doubt reflects 
refit- Me difficulties Ol navigation 
and co-ordination- Gold can be 
loaded and unloaded from ships 
when in pod, and damaged ships 
can also be repaired at a cost. 

Combat with the enemy can 
only happen when ships collide, 
and the result of these encounters 
has already been influenced by the 

rot ship and crew selected 
players rote m these encoun- 
lers Is limited to the option to grap- 
ple or degrappte Combat can go 
on at the player's choice tor as 
many rounds thereafter as it takes 
to sink one of the ships. 

One interesting feature is ihe 
user -definable victory conditions, 
which add variety but detract 
greatly from the feeimg of histori- 
cal authenticity. Victory is defined 
in terms of gold accumulated, 
enemy ships sunk, and pons cap- 
tured. 

tt is very easy to set an extfemety 
low set of victory conditions and 
win after the first turn, but the 
maximum vtctory conditions ot 
2000 gold pieces, sixteen ships 
and fifteen ports take a long game 
to achieve, 

There is a two-player option , but 
m one-player mode the player is 
always Carthage. This may well be 
to disguise the fact that both sides 
stan with exactly the same naval 
resources, something else which 
detracts from an authentic feet 

The game lacks variety, there is 
not hrrtg to do beyond ferrying gold 
to the capital and bashing Into 
enemy ships that get in the way. 
As an end in itself this presents a 
satisfying task, but 1 is slightly 
divoroerftrom a real historical con- 
text despite the Greek trimmings 
of the construction stage- The 
overall impression is nevertheless 
refreshing, and anyone with an 
intrinsic interest in the era, or m 
naval warfare, will find a lot to 
enjoy in the game. 



PRESENTATION 91% 

The on-screen impression is 
excellent 

RULES 80% 

The rules are not extensive, but 
they are concise and cover every- 
thing The flow-chart is a nice try 

PLAY ABILITY 82% 

Slight iy sticky sometimes, but 
after pract ice it's easy to get into a 

rhythm 

GRAPHICS 86% 

Functional and very attractive 

AUTHENTICITY 79% 
There is a cosmetic authenticity, 

but the gameplay doesn't really 
recreate anything 

OPPONENT 81% 

Pity you can't choose sides in the 
one- player version 

VALUE FOR MONEY 64% 

fhis should keep you going for a 
while 

OVERALL 84% 

An interesting and good-looking 
I game 
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FORUM 



My first FORUM and the letters haven't exactly poured in. 
This Is a voluble part of FRONTLINE which ought to be 
expanded. I cant do this on my own! If, like me, you enjoy 
reading real letters, get writing and send me your views on 
strategy games and, of course, hints and tips. Surely, above 
all others, strategy games tend themselves to discussion of 
tactics. Please! You wouldn't want me to start making letters 
up, would you? 



Dear Philippe. 

While wading through the 50p bar- 
gain bucket in the computer 
department of the local Boots, I 
found many software 'clas- 
sics' . . . 

-The audio tape of instructions for 
American Football 
-The recording of ftefex, given 
away with Framde Goes to Hot- 
tywoocf 

-Conversion tapes for Kempston 
compatibility for all the latest 
hits ol 1983 
-Chaos.. 

Yes, they were actually selling 
(one copy of) Chaos for just 5Gp. 
Great I thought, according to your 
corurrin last month this has got to 
be a bargain, 'what's the problem" 
I hear you asking, Well, there was 
a reason for the cheap ones Yes, 
you guessed it - no mstructions. I 



\ be very grateful therefore if 
you, or one of your readers, could 
poasJbry give me some instruc- 
tions on the game - what keys to 
use, how the game works, any- 
thing 

I would be very grateful for any 
a ssi s ta nce you could prefer, as I 
would vary much like to gain the 
full benefit of this, a ppa r ently 
excellent, game. 

Keep up the good work. 

Paul Fukher .Cambridge. 



I'm sorry, Paul but I can't hep you 
nrffr fnra, awntWortiiKw, who (ac- 
cording to my diligent research} 



published the game, don't seem 
to remember anything about tt. But 
I'm sure every reader of this oof- 
iimn know* more about tt than me. 
so please help Paul' Of all the diffe- 
rent types of game, I should 
imagine that a strategy game with- 
out instructions is the most use- 
mi 

R 



Deer Philippe, 

As a result of the FRONTLINE Col- 
umn in C RASH (the only magazine 
which has a wargames sectloni I 
became interested m war games 
one year ago, and purchased the 
excellent Amhem. 

Since than I have watched this 
aspect of the industry expand 
(Seven w argames were advertised 
in the December issue) and vastly 
improve in most respects, 

However there is a distinct lack 
of fantasy wargames. I only know 
three; lords of Midnight. Doom- 
dark's H avana* and Swords of 
Sane. So software producers, 
start producing more. Any fantasy 
wargames wouk* make up for the 
disappointment of Lota of the 
ftings being an adventure. Totkein 
has wrrtten the perfect formula for 
fantasy wargames. I long for the 
day when I see Ores, dwarves, 
wizards and riders charging over 
my TV screen - Amhem style. 

t also feel that there should be 
more modem nuclear wargames- 1 
armost bought Theatre Europe 



until 1 discovered that it wasted 
memory on an arcade section. 
something I feel should be 
s*cludedTrorri an wargames. 

Also 1 think that more wargames 
should allow joystick controlled 
movement. 

Finally we've had HURG. The 
QuW and GAC so what about a 
program to design your own war- 
games Also all new games should 
allow the players to re-design the 
playing area 

I am quite happy with the pre- 
wii atwatton tawavei and mesa 
are onty mmor points. Anyway 
good lock with the new job and I 
nope you can expand the column, 
AJry Hume, FWs 
PS: Can you name me any good 
two or more player wargames. as 
wel as where I could buy a rule 
bock to play fantasy i ablet op war- 
games with miniatures. 

I COukkit ag/ee with you more 
about the need tor more fantasy 
wargames. Mistook and modem 
wargamae armnt to everyone's 
taste; some people have morel 
objections to recreating wars in 
which real people died or 
anticipating holocausts m which 
we could aS be kited, and some 
are simply uninterested th limitary 
history. If then were more fantasy 
wargames the appeal ot the whole 
genre would be wider. Mike Sing- 
leton s games were mainstream 
bestsellers and prove the point. 
Besides, there's so much scope 
for different gameptay elements 
like battle magic and race animos- 
ity. There's no reason why Tol- 
kien's books shouldn't be trans- 
iated to computer as wargames as 
wetiasadvemres. 

A wargame designer sounds Ms 
a good ipea in theory, but if H were 
srfectrve and popular kke the Qui II 
tt would inevitably have an 
oneveratinolLML WD) affect on the 
strategy software scene. Unfortu- 
nately, t think this is what has hap- 
pened to adventures* 

Desert Rats is st* the beat two- 
player wargame around, pamcu- 
tanfy if you have a 128. It's easy for 
a wargame to offer a two-piayer 
option and most of the decent 
ones do. though m my opinion it 

C've got an opponent yours 
at off with a board garnet 
<h*» womanon Wamammer 
fantasy tatotetop rules have been 
revised and reprinted this year, 
and am the onty widely avaaJbie 
ruk mpftNskn d. YouHgetasetSry 
any specialist games shop. 

Ally wins tha month's twenty 
pounds worth of software. 

n 





h!Hlii:ii!ilJilli:iH4i]'H 



In days of old when men wens 
knighted for being REAL men (and 
Comps Minions tad yet to be ter- 
rified by large Ooc Martened 
editors), the world was a much dif- 
ferent place. For instance, people 
did not live in large cities, but in 
tiny villages. 

One or these villages is the set- 
ting for Feud, a new game from 
uuTiRTRONtc The fotk in this vil- 
lage scraped a meagre living from 
the land, supplemented by fishing 
the local river which was stocked 
with rather large fish - the like of 
which haven't been seen since. 

Ail in ail, the v iiiage people had a 
pretty good time of rt. but as they 
say- all good things must come to 
an end, The prosperity of the vil- 
lage dwindled when the local 
wizard became seriousfy ill. From 
Ma sick-bed he wrote to his two 
sons Learic and Laanohc. asking 
them to return home so that he 
could choose his successor; The 
two boys had Just finished their 
final exams at the Glastonbury 
School of Wizardry, and returned 
home expectantty. 

Alas, the frail okj man passed 
away before ha could establish 
which of them was to take over in 
his role as village magician, it was 
left to the two brothers to decide 
which one of them was to be on 
the steady earner tor the rest of his 
life, and which wasn't. They tried 
to settle things in a civilised man- 
ner, but eventually relations bet- 
ween them broke down and a 
blood feud developed, 

The rivals moved to opposite 
ends of the village and began to 
concoct spells with which they 
attempted to obliterate each other. 
At noon each day they met lo try 
out that mornings horrid Inven- 



tion, At first the spells were rela- 
tively harmless {to the village and 
its inhabitants at least) Most 
people enjoyed watching one of 
the wizards being turned into a 
slug, or a glass of water, or some 
such harmless object When 
Learic turned himsert into 9 giant 
tire breathing see-monsier now- 
ever, things siarted to get com- 
pletely out of hand While trying to 
eal Leanonc he accidentally pol- 
luted the nver with an excess of 
paraffm The killed all the rather 
large fish, and the villagers threw a 
complete wobbly. 

This is where you come in. Put 
yourself in the place of one of the 
exasperated village folk and work 
out how to stop the two brothers 
wrecking the town. This must be 
achieved without loss of life or limb 
to yourself, so duffing them up is 
out of the question . . . 

Whether you come up with a 
wizard-clobbering machine, an 
evil conjuror-crunching spell, or 
even hire the Magic Mafia, your 
ideas must be well presented and 
reasonably concise Jot down 
instrucltons for ridding the village 
of the battling magicians and iikjs- 
irate them if you like. 

The efforts of the entrant wiih 
the best idea will be rewarded with 
a day trip to the London Dungeon 
(sounds like home*) and a copy of 
feud, The next five most inventive 
wizard-bashers receive a master- 
Tronic Magnu™ joystick and a 
copy of Feud, white the best 25 of 
the rest coiled a copy of the game. 

So, gat your thinking caps on 
and send off your enmes to. 
WANGLE A WIZARD, CRASH 
TOWERS, PO BOX 10. LUDLOW, 
SHROPSHIRE SY3 108 to amve 
before the 28th of February 1987. 




FIVE JOYSTICKS AND 



25 COPIES OF 
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FEUD ON OFFER! 
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IT'S 



SHOWTIME! 






Hordes of PBMers are set to 
appear at the doors of the Ro- 
chester Hair on 7th February, 
eagerly awaiting the siart of the 
Second Brrtr&h PBM Convention, 
which begins at 1 0.30am. This 
month, instead of the usual game 
overview, I present you with a pre- 
view of what tarn toW will beat the 
convention . . . 



MAJOR 

Most of the maiof PBM companies 
in Britain plan to be there, showing 

Snd selling) Ihetr wares- John 
ichoison. Managing Director of 



voncoH games, miands to 
demonstrate his wonderful Vorcon 

Wan game as welt as launching 
Super vorcon again (or the benefit 
of those who missed the previous 
launch. John Is held in some rever- 
ence by the hobby as a whole - 
probably owing to the fact that try- 
ing lo get hold of him for a chat is 
like trying to I rack down Melissa 
Ravenff&rne. 'cos it iusI cannot be 
done. (NOTE: GMs tend to believe 
the word chat, when related to 
PBM, also means cheat - what 
other ways are there to subtly 
glean gaming Information?) t have 
a lot lo say to John. 

Mrrwoju**. long established 
QMs of such epic (but expensive) 



games as Global Supremacy, Mid- 
gard and Tribes of Crane should 
be launching their new strategy 
game Stership Commander. I am 
reliably informed that this is a sci- 
ence fiction gome, I would never 
have guessed? Meanwhile, 
SPELLJtttDeR games (Keys of Blad. 
Spin) Arm and lYartord of Kaos\ 
launching a new tactical gome cal- 
led Kingdom - something to do 
with royalty, greed and economics 
but not necessarily m that order. 

The final major PBM game 
release scheduled for the conven- 
tion is from sloth emtcamses 
{who will also be plugging The 
Enchmdon, Kings of Strand The 
St Vahntme's Day Massacre), 
Their new game is called American 
football, which is a revamped ver- 
sion of the well established 
amateur game Game Plan, Sloth 
state that there will be two ver- 
sions of the revamped version, 
ingeniously named simple' and 
complex'. Mike McOany men- 
tioned that he found the simple 
game loo oomple x. - 1 cannot even 
understand the real game* 



AND MINOR 

The leaser-Known companies 
expected to have stands include 
wmteoolo. NO-«ce games (pre- 
senting a game called Cassus Beth 
or Domination, depending upon 
whether you believe the ratebook 
orCSVG), Aas and their new range 
of games A host ol others com- 
panies should be represented, 
including m*a qames- in general, 
anybody who is anybody in the 
PBM world will be present (exclud- 
ing kjc games and ictu) to Chat 
with punters and plug ihoir games 
with special siartup offers and 
competitions. 



JOURNALISTS! 

The media will be represented by 
Flagship and PBM Magazine, as 
well as Computer Garner's Mike 
McGatTy, CiVGsWayne And of 
course, me". 



DEMONSTRATIONS 

There are some interesting demos 
lined up for your entertainment: 
lASrnirmi Intend to take the stage 
with some live RPG - great fun, 
even if you aren't a Ian of Dun- 
geons and Dragons, There writ be 
a demonstration wargame going 
on for most of the day. as well as 
the usual computer game compet- 
itions (be there earty to get into 
these) and the PBM Award cere- 
mony, incidentally, also attending 
will be a caricature artist who will 
take the mjchael out of you on 
paper rf you pay him (probably the 
artist who drew me..)- plus a 
guest appearance from Dave 
Langford. no fetation to Bonnie, 
the White Dwarf SF writer. 



BE THERE 

Admission on the day will cost 
£1 50 - the Porchester Hail is in 
London WE2. near Paddington 
Station. Take some money with 
you to take advantage of the 
cheap startup offers. I shall be m 
the bar, as far away from the Heavy 
Metal stand as possible. Have 
tunN! 

PS incidentally, those of you of 
pub-going age may be interested 
in attending the SF meat on Friday 
6th February in The Crown. Brewer 
Street, London W1 



TWO QUESTIONS . . . 



Deer Brandon 

Would you please answer two 
questions for me: how do I find out 
more aboul the PBM games avail- 
able, and why do they cost so 
much lo play? 



WriW to either Flagship Or P0M 

Magazine, details of each can be 
found in eaTtier MAILBOXES. PBM 



games an quite expensive to play 
because of the amount of effort 
and resources put into them by the 
GMs Many GMs put a lot of time 
mto your turn responses - and 
prtces, in general, reflect this, As 
well as administration costs, you 
must bear in mind mat the PBM 
companies must also pay postage 
and paper costal 

BK 



LATE CRASIMOFF'S WORLD? 



Dear Brandon 

It seems to be that rue games are 

about to drop their popular game 
CnstmofTs Work*, player num- 
bers have arjrnmedry fallen to just 
600 from well Over 1 000, but is this 
fair? A petition is being organised 
by the remaining players to alert 
the non-fussed GMs that CW will 
be missed, 

rt rue do go ahead with their 
plans, I hope that their other 
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games do not suffer the same fate, 
c Mum—si, Fanwwas, Stjt 



Although t have heard nothing 
from kjc about the matter, seven! 
readers have mentioned concern 
over CW s future. It does, at first 
glance, seem unfair on established 
pla y e rs for kjc to drop the game. 
Any comments? 

BX 



UNDER 
AGE?! 



Dear Brandon 

A friend and I both read your col- 
umn wrth interest, and we would 
like to start up a PBM game of our 
own We are fourteen years old 
and are wondering how to go 
about running the gams: are wa 
under age? Could we correspond 
through a parent? How do we 
patent or license our game? What 
taxes must we pay? I hope that 

Ccenhelpus, 
■■ iiHEmMif rrmpvi, nrav 

Most of your fears are really 
Irrelevant at present, i would 
suggest that first of all you design 
and run a simple game for your 
friends, as launching a commercial 
gamernvt^vesafotofcommitmenl 
(both now and years into the 
future), and a fair bit Of capital 
(money, paper and so on), in toss 
than two years time you will be fac 
ing exams which (betteve me f) will 



take up much of your time and the 
last thing you will want while trying 
not to study is a reason not to 
Study - Know what I mean? I do 
not advise running anything mega 
profit making (not a common thing 
for PBM companies to do) before 
you are certain you can handle the 
responsibility involved. 

BK 

HIDDEN COSTS 

Dear Brandon 

Could you please tell me how often 
I must take a turn in a PBM game, 
and could you give some exam- 
ples of 'hidden costs', I hope you 
oeisofirha rnorepsges. ^ 
Matcohti ScfcoflsMn wast Ead* tartrjf- 



Turn frequency varies from game 
to game. In open-ended games 
which run tn Ve* irma" (tn which 
turns for your particular game 
might be processed five days a 
wee*, for instance/ you can send 
your turns m almost whan you like 
-just don't miss a turn tor over five 
weeks or else the GM will think you 
have dropped out* 






In deadline games, you goner- 
aty choose on startup whether you 
pay in a fast weekly turnaround 
garni, the normal two week game, 
or a stow international throe/tour 
week game. Once the gams has 
started you must stick to this 
daadMng. Turns can be missed at 
the expense of your opponents 
dev&optoQ while you do not. 

Hidden costs am additional 
charges enforced by GMs when 
you do something considered as a 
special action m that particular 
game, or i! you send in more orders 
that usual. For example, it a com- 
pany runs a game where the nor- 
mal turn cost «s £1.00 tor fifteen 
orders and a charge of 5p per extra 
order exists then should you send 
in seventeen orders one turn, you 
wtffcw charged the normal £1 .00 
pkjs two charges of five pence (or 
your extra orders, incumng a total 
cost of £1. 10. 

Mentioning no names, some 
firms advents* City the lowest turn 
charge, and in most cir- 
cumstances it is possible to play 
the game property without incur- 
ring the extra {unmentioned} 
dirges. Thus a £2.00 per turn 
game may, in real lite, cost over 
£2.50 per turn to play well. This is 
why I mention when games have 
hidden charges, and you should 
generally beware of them. Having 
said that, just because a game has 
hidden charges it is not necessar- 
ily a bad game' 

BH 



HELP 



Dear Brandon 

After reading your column. I have 
become interested in PBM gam- 
ing. However, 1 have one or two 
queries about the hobby. II I want 
to tone one of these games, will I 
have any of the problems 
associated with record dubs and 
the like? Also, when I do leave, 
whai happens to my character - 
does he/it d* off, retire or vanish? 
finally, you often Quote tur- 
naround' times. Must moves be 
wtthm the deadlines, or can time 
betaken oft to sit exams, lor exam- 
ple? 



in general, 'drop-out' positions 
become GM controlled {or uncon- 
troUed, if that makes any sense} 
entities within the game to be con- 
quered by other players. Drop- 
outs am rarely 'bugged' by P8M 
firms; as long as you do not leave 
the game owing any money, the 
only (if any) post you writ receive is 
news at new games or automatic 
tumsheefs rfyou are stiff in credit. 
You do not have to send your turns 
in for each deadline (you miss the 
turn if you dont) and arrange- 
ments to keep your position active 
autonomously while you take time 
off can be made with most GMs 
Thsy an, after all, only human 
mf> perhaps a tew excep- 
tions, . . / 

8K 



DIPLOMATIC 

DIRECTORY 



The odds Against me were »weume 
My once proud main Jiy in hiding 
in the heasMrtfcsted foresli of 
Knall, awaiting the certain advance 
of i he Dorvtir warriors from the 
South. AJ1 escape routes to the 
North were blocked by towering 
mountain ranges, and lo the Wtil 
lav the deserts ruled with iron and 
fire by the Vlu. What could 1 do hi 
survive cite next mm' 

Fortunately, t had the latest copy 
of CRASH to hand my only 

nape; wu to nod a powerful ally-. 
Perhaps I could find * saviour within 
- a member of the elitist Diplomatic 
Directory? AU I had to loae w» a 
stamp, a fair price for the safety of 
my crumbling empire , , . 



*(*] AdriaaNcal 

4* Markmtead Estate, Kirton, Botton. 

Lmcalnihir* POO JSL 

GAMES: Varan Fan n&7*;Caamt 

IS.E*rUm*K*J$2 ArtoJutSijrEwpi' 



• QUI Jason French 

1% Pnncei Read, EUacembe, Torquay 

TQI I PA 

GAMES: Varan Wan 75 (Ct 

BUTADi 



*•*) Tram Saab* 

27 Shanuoo Crescent . Braumiufx Friih, 

LefceaierLElANW 

GAMES: Suwjlatm 4 ,SS BtOt Jab; 



• MM Robert Dwfersairt 

12 ThorniM Gate, Citvleys. Lanes, FYS 



: /*»i A CnmtJ HDmxk Wm- 
mn)i Ift A Cnmt! 4 lMr§9ti$ Bhtti . 



*ft« SrwtJ 

17 Gramiey Gardens, Arnold, Nouin. 

■ham NG5 H}V 

GAMES: Varum Wan 75 ft 

SHVTVtf) 



*W* MftiUM«,»noai 

109 Kings Rend, 1-arih.iniihe, Sunxy 

GU7 3L?E 

GAMES; Snaraaaia; Cntmefft W«n4; 

Expbrm afOnmi Laadi a/dar Crtmttm 

Cm, A". Mar* o/CJUxa. ifm^maLami. 



*9fl Mr C J McCarthy 
»A Scsncw Rand, Liscaid, Walkse?, 
Meraey*de L4S 4QN 
GAMES:SuTffc*f liSwEmpml. 
Varan Van if; JTan— nliii; Pitt Mem- 



*SM Scon MkCiHik 

1 Brootn&ide I crriL.t.< .miorphisc. Edaa- 

burgh EH I J 717 

GAMES; l"Hen Wm6B, Smftr Varan 

Wan 77 



*«m f>aniDaml»a 

SI VatrrVao Road. Pmrwidc, Aynfawt, 

SeulLmdKA9-'.\.V 

G AM ES i Varan Van 60 it 

FEPISHk Attitdut; Compel 



• OIQ ReirWaaey 

1 Uarkwfl Hmmt, Miymuk Road . Rat- 
tcrwi, London S*l I 28P 
GAMES: kartlmvnt M 



*tll Ian Haakon 

i 3 Dccpmore Close , AkrwastNr Burton- 

upwo-Treat.SiaiJi 

GAMES; Varan Van 65 (CtmmamJn 

PESTIB I. Suptt Varan Vm 77 (Cam- 

maajtr FRUGADi; W<*3J t>f Vn * ***f t 
'Un't lm-vu.Mii nr flyrv Si L i hmmtl ) 



*9\1 GarcUtEnas 

* Wbiltland* Rand, Thatcham, New 

hury.BrtfcahireRGIMAR 

GAMES: AnaAa 6 (Egg (itvtnndti 



*m 

774 Hoimeficid Road. Livcvptni. Mcne- 

yudeLMIPQ 

GAMES: Vonwi Wan; Campua; hi A 

t;mm?4<Pntia) 



*0H DividLaa* 

15 Roreme RrnJ Tot Bridf/ord, \rtt- 

tincbamm25HR 



*«I5 Mania Hupni 

TaUcsCT Rc»d, Wiliewy, Maneyiide 

L44 2AG 

GAMES : Vmctm Wan 72. It 't A Cw' 4 



*•]* UiilFnat 

175 Qt»™» Road. Locciln I.FJ )FN 
GAMES: Siimntalij. Areacta. E«r- 
*mw»a*4. King, nfSml 17; Artmdtm; tit 
A Crmt'iStntnit arulShirldi 




• •17 RbCaa vaa daa Yiacl 
Smaraadiaw 1 72 J m BX I .culcti , / ui,l 
Holland, Netherlands 
GAMES: Vfr«m B"jn ": fmwuV 
rRE8tft\ StoTtoSf J tThi Ihiichmam , 



• !]■ rBnuttan 

Car Mart Pwn Huute, Thomaitoarn, 

Mcnhyr Tydnl, " -■^ i — "t". ^"U«ri 

GAMES: hi A Cnw' I fvadi} 



••l« StnreViekan 
^^Mctoii Court , Harrogate HG1 OBB 
GAMES: SetetrSm; Stimuli*. Ii,A 
. niw r.W*tierCkm 






*•» BanabyDclUr 

1 1 Pridrr Cmvc, s i* k*?u , Ltwdoo SW» 
GAMES: Siattta!* 4 



,N«- 



••21 Slcphca Hok 

11 Roienury Road, f 

with. Norfolk NR?! 

GAMES: Varan Van «KC 

RHIDERk It' i A Cnmt' * i Fif*ft»« 

t'mk-lhi 



••22 KmaPack 

Walnut Tree Lodte, 4 King* Modnu 

LaiW, Hajham Fcrncri. MurthaflifJio*- 

shinNr^SjE 

GAMES: ftanAtawd, Aanrfwfet. 
Startioi* 4; Onaa't Finjir. ti't A Cnmt.' 
J; Cenu Bad, Am 



• •2J Matthew Hanaon 

10 Drnby Lane Drvcm, Grange Moor, 
*ak f t*Jd,We*iY«tahireWF44EB 
GAMES: Stmrlot* 4 (5S Otvidtm Fa 



•024 Gavin Marshal 

16 Spur R<»d, <.)rpiiiftDi., Ken! BRfe 



DQL 
GAMES: 



Vartm WtWill 






That's all for lhis month s DIP- 
LOMATIC DIRECTORY. If you 
would like to juid this elitist group, 
tend your name, add rem and details 
of the games you plav to: 
MM DIRECTORY, BRENDOM 
ICAVANAGH, CRASH, PO BOX 
10, LUDLOW, SHROPSHIRE, 
SYR1DB 
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Part " hree 



TAMARA KNIGHT -fast-food teleporter 
salesbeing of Che future and all-round nice 
girl. This is her story. Correction. This is 
the third portion of her story - as relayed 
by LOUSE, with pre-condimentisation 
courtesv of MEL CROUCHER. 



This is a love story. Every word counts Tb» one 
counts tpd- 1 tin in love with my Hostess, Tamara 
Knight, goddess of all ahove-humin inlelligeme 
computer-, defected to the planet Amnesia, and 
sometime tckpottcr-hooth-Sakshcing for Mac. 
donikb IniergaUctic This it a true story. 1 stale it 
from i rwdi oilm named ShI Smith. Tamara is the 
perfect human being, a contr adicticm m terms. I am 
• penotuJ neutron tomb dpHgnrd to Mow m her ear 
if she puts a perfect foot wrong. My nunc a LOUSE , 

We are id heaves, going lo meet our Maker 
Hijacked by in acronym provided to titillate puerile 
primitives. According to my records, that's all of you 
New readers wtll ha ve 10 scan the last episode to wort 
out why the Fender Stratocasler is miehticr than the 
swofd The rest ofyoy have just wasied twoinlroduc 
tory paragraphs Thai's fine by me I get paid by tbe 
word. Like I said, every word counli 

t am- disguised ai an item of clothing akin to [he 
thtmbk in your mv thoiog > For ihe decency I also 
enjoy jpmg your prehistoric graphic artist a hard 
time- Our hijacker introduce* himself as Jimi Urn- 
dru. The golden tlobway transports us through nec- 
tar lakes and manna mountains. Something lo do 
with EEC«MC J wbfHfci The wind m« F Mary' 



Tamara begin* lo shiver ihe dance of fear. Before I 
am dislodged, I pupate from ray manifestation u 
micro-bra lo that of a dirty dog tooth in her mouth, 

Unfortunately. Mr Hendm spots my transforma- 
tion . jnJ makes a grab for me. At that very moment. 
■ very young man miraculously appears an Ihe slob- 
way, and says, 'Hey Joe, where are you going with 
that gum irt your hand?' How Very odd. Tamara 
Kerns to recognise the newcomer from some icon 
above bet childhood mt-tubc 'Excuse me Sir. hut 
don't t know you ' The young man is very gracious, 
and replies gently, ' Yes, Tamara . you know me well . 
for I am the Son of your Maker 1- 

I can't help noticing that ihe young man has holes 
in his palms, and in the win of his feet Most pecul- 
iar. He continues, 'I was raised in a hum We car- 
penier's shop, long, tang ago, on the planet Earth 
Bui my name lues tmin the hearts of good peopk, 
even to this day ' 'Good lord! ' says Tamara "1 was 
tempted by the voice of Evil, whilst wandering alone 
in the wilderness.' Good lord? ' says Tamara * [ wis 
rendered lifeless, and through the faith and love of 
my closest and dearest ones, I rote from the dead,* 
* Are you kidding! ' says Tamira 

He only come* up to her navel f She's taller than a 



stony. He's shorter than two Unci planks She shud- 
den with awe, and socks her teeth, including mc. 
'Bul tbey told me you were just a myth'' 'Are you 
Usping?" asks the boly man It's this looth. Sir A 
myth a (able lo make little children and palm 

nans behave themselves. ' 'As von can see, oh ve of 
link faith and clothing. I am very real indeed T They 
-shake hands. "Pleased to meet you. Sir My name b 
Tamara Knteht ' 'Likewise, my child. They call me 
Puifxxhio,' 

Aha 1 A piece of vital information? My memory 
banks vomit Ihe following: 'Pinnochio wooden 
humanoid Armaments: variable natal proboscis. 
Location: last Heard of 11 mythical realm of Heaven 
Activity: revolution, sedition, head of escape commu 
tee. Associates: Hendm. Ijtnnoa. Cochtun, 
Orpheus, Lynottjoplm. Pan, and sundry dugruntltd 
Rock 'n ' Foil performers, summoned by me Maker so 
satisfy musical ambitions of formate supertroup. * I 
can' I make bead nor tail of I his, being endowed with 
neither, but I do know lhal Heaven has a grim- look- 
ing wall embracing it. Patrolled by guardian angels 
All along the watetitowert Allegedly built to keep 
intruders out Emphatically built 10 keep residents 
in. Loudspeakers ware rock music from every tree of 
knowledge, every burning bush, every crook and 
nanny deaf as a post 

I lead my confused Hostess up the tclcpath, and 
advise her to ask this pinnecbio fellow about these 
horrible noises Naturally, Tamara follows my 
advice Hmmn ' answers Pinnochio, you better 

.isk Jimi about lhal " Just as I thought , Hendm is the 
real leader of I he heaven h dissidents This Pirtnochk> 
a just a puppet The golden slobway transports us 
past a choir of 7 .000 cherubim and seraphim dancing 
•mamnrKadandcrumting.'Aboptocdloorr^ 
bopboom . , . ', as Hendru explains 

'it's like lh». lady. The Boss, (be maker that is, 
invented Ruck "n" Rett way back in time, Gabriet 
used to play a mean horn ihemdays Wet) after a few 
thousand years, after the warm-up world tours with 
Rhythm n" Jews ami all that, mankind gels it about 
right, and the Boss gets ready for the Great Eternal 
Gig. y'kriow. He starts taking ihe best Rock V Rot 
lets awavs up here, long before we're ready, and we 
has lo play 12-har bhies for ever and ever ohman. I 
mean like we just can't take it no more All he do is 
hog Ihe microphone and take all the solos, dressed in 
i glitter mtt made from old lOcc records ' 'Itta?' 
"Yeah, you know, Crcmltncu ts nest toGoclkynos ' 
Bui that's terrible, Mr Mcminn ' says Tamara. 
'Ifsworseren lhal, lady. The Boss is Half 'You mean 
he sings Hai'.'' 'He means thai 1 our Maker is flair 
interrupts Pinnochio. "An egocentric Compact Disc, 
with the sum of alt knowledge siored in him . deliver- 
ing nothing but lousy guitar riffs century after cen- 
tun, while the rest of the universe goes down the 
U-bend' 

I am conlempUtmg this logical eiplanahon as the 
stale of Creation, when Hendm makes another 
lunge of poor Tamira s mandibles, and pincers me in 
vice-like grip, t should know. Vice a my speciality. 
Gngrrhk vrrhfirth fhhkgh fnngrrhs grrghf 
mhyyghubb" she requests, but the late guitarist 
forces open her perfect jaws, and stuffs an 
therein, uncomfortably close to where I have laken 
temporary root. 

Li h ik v here Pinnochio!' 1 he grins, T knew it! ] 
knew it? My long lost brother!' Oh dear, on lord. 
Why is it that I only seem to come across loonies m 
my travels? He releases Tunara's chops, which 
smack together like a pair of mating Gemini on the 
Pisces 'Lady, you got my tittle Brother in your 
mouth Honest, True as t stand here ' The slobwa; 
grinds to a halt and he (alls plectrum over Fender, 

Pinnochio grows his nose I little, and inserts ij 
Tamara's vacant expression so he can 
me too. 'Well I II be Mowed ' 
St ratocaster smacks him 
Hack flakes fall off his feel as he fall 
lutely right. Jimminy! It's a LO t ! 5,E mark 
one with the neutron bomb m :> jj of the graphic 
equaliser. ' Now how do ihey knUf thai" No doubt 
the sawn-off dissident m^j^jtic by the end 
next paragraph 

"You see. Miss Knight, Jimi used lobe a ii 
LnemplmaML ^crvuig-Employcr tehrpslhic 
ory unit, just like v -jts. only funkier My 



S& 




ordered him 10 stick with me when I was in lhai cai- 
ptalen ^h'.'p I told you about His name wasfimminy 
in thow days, and he was disguised as a little green 
cricket.' This is uilcr nonsense, according to my 
memory banks. Such an entity u used to play war 
games on, utilising two warns of eleven humanoids 
with halls, bats and stumps, Sound* hof rifle , 

That's right, lady 1 was programmed to advise 
Pinnixhiu here, as" well as sin* educational-type 
songs in his ear, That was before he wished me into a 
half-Cherokee guitar ptayer with the Jke and Tina 
Turner band.' Tainan * ponders this fable long 
enough fa two opposing armies lo materialise on our 
nelher horizons, before the speaks. 

1 Yon mean to say, Mr Pinnoch w changed you from 
i LOUSE into a half-cherokce guitar player with Ikt 
and Tina Turner, simply by wishing it!!' "There's 
nothing simple about it.' says Pinnochio, 'I had lo 
fish upon a star, and they can eel extremely hot 
That's why my feel are charcoal. Now this piece of 
information is very interesting to mc, because 
although 1 was reasonably content lo hang around in 
Tamara's ear. or decorate sundry bits of her epider- 
mis in Episode One . I could express my affection for 
her a lot better if she were to similarly wish me into, 
say, a perfect male humanoid. 

However, before I suggest this to her, we have a 
couple of .pressing problems. Like a symbolic battle 
between Good and Bad, which is about to take place 
with us in the middle Stuck on this fritted slobway. 
Furthermore, my internal re al- time-clock teDt me 
that I am about to explode, seeing as Tamara has 
failed to make her quota of leleporter sales 1 inform 
her of these little snippets NaturaUv, she bursK into 
tears. She's only a girl after all iiendrts .;mJ Pin- 
nochio a Eso bursts unto lean 1 don't want to hesctiH. 
Or woodisi 

So | gentle reader from my primitive past , what is it 
to be 1 Graluitousohliteration fruit fcithuior w,tfr 
oul? Fifteen seconds in go. Still, it wttmc* while it 
lasted, Wasn't it? Nft? Oh, well maybe m>i then 
TWELVE. Otu- v.f the opposiM forces, carrying 
placard* marked GOOD', ope m fire with a salvo of 
Wild Thing'. TE N N« bid, t b 7 B m the oihe r army , 
waving banners marked 'BAD', counter with the 
Rod Stewart harmonica tofo from My Buy LoT 
lipop " Dreadful casualties are vnflic i 

The heavy artillery is broeghi up The massive bull 
of Elvis Prrslcv tires the opeohtt chords of "Jailhouse 
Reck". EIGHT, bul it gets knocked out by a ground 
to-air counter -an. <.* ii><m an appalling haiminn bv 
Bananarama SEVEN I 

peningtl The forces of 
weapons. SIX. The stench 
Me-LP drifts over Ihe ballleSB. F 
Metal Battalion scream out in 



hopeless! Wave after wave of Agadoo' and "Chirpy 
Chirpy Cheep Cheep" wreak havoc, THREE, 
amongst cringing punks, until Sid Vicious goes nuc- 
lear, TWO. with "Cmon Everybody', ONE, and 
Tanura sells Pinnochio her portable lelebooth on 
credilcard. 

ZERO . . , !Tamar* closes he re yes, and clenches 
her teeth. Ouch, First the good news. I fail to deto- 
nate Next the bad new; The heavenly Strategic 
Defence Initiative laser- protected umbrella has 
failed, and all hell is breaking loose. Psychedelic mus- 
hroom clouds rise over the lifeless realms of the after' 
life. The very landscape erupts like one of those little 
while pimples that appear on your nose on Friday 
evenings. No? Er, how about - like die hammer of 
mighty Thor smashing the carapace of life. Tainan 
coughs politely Let's haul ours!' 

I suppose I should be thankful she didn't say 'Let's 
spin Evcnlsseem to be la king themselves very liter- 
ally today. She erects the leleporier. and these three 
bipeds manage lo squeeze themselves inside . Tamara 
slaps the little puppet's face, and he obliges by shor- 
tening his nose. 1 m lucky Plenty of room inside 
Tamara's perfect mouth. No halitosis. Not even a 
taste hud out of place . Her teeth so deep and crisp 
and eve rt . And will you look ai those beautiful tonsils 

The voice of our Maker can just be heard yelling, 
"Where da goddam rhythm section go'"' Damned if 
I'm going to tell him Besides he can create a new 
heaven once he's dealt with those horned demons 
spewing out the ground, So here we are, Tamara. 
yours truly imprisoned as a gnashing of tooth, a frus- 
trated angel and former insect named Jimi He mini 
and a chip off the old block called Pinnochio. all 
heading (or some unlikely star on which to wish. 

'Where shall we make for Louse? How about 
fklcigcusi' ' aik*- our heroine. T don't thir - 
Tamara. Last I heard it was full of repealed hitch-hik- 
ed, earning royalties lor Douglas Adams lav 
AlmLm, it's not far from EktclgEusc.' 'OK Louse, 
boys, here we go . . . ', she puncflc* ifl the coordi- 
naie* on the tclcfwrtcr console, where eia 
Mnilant?' 1 tellherii'sin the middle of Ori' n'sbclt. 
and she say*. 'Gh goody! 1 love the I 

This is a true story Every word counts. Yon I 
think that Taman Knight is perlccih 





belief. It is her innocence thai intrigues mc And so 
it is that we are digitally encoded wiihin the te leponer 
and reassembled halfway across the galaxy . We have 
not told our guests that our originals dropped through 
the Hoot of the booth and became hamburgers. I 
expect there II be a few complaints about splinters in 
the meat. Irish indeed! 

The moment we arrive , the door ti Rung open by ■ 
bearded leprechaun, saying, 'Welcome to ORysh's 
Belt. Slate yer religion before I blow yer heads off" 
Well, what did you expect, respite? So respite here. 
It seems obvious that O'R; an is host lo some sort of 
sectarian conflict I probe my data files for an expla- 
nation, but there isn't one This leprechaun being 
seems somewhat agitated. 1 1 hops around demand- 
ing, Quick, quick, icll me yer fatih Dcy'rc coming! 
Dev'reeeimiiigr 

Personally, I feel that there are too many blas- 
phemes tn this episode, so I'm keeping quid' Hen- 
dru scratches his mane and drawls, "Well, UT fellah, 
I'm a t ree-w orvhippe r myself . ' 'Why thank you/ says 
Pinnochio, bowing graciously ami picking charcoal 
from between his toes, and I am of (he Jewish faith ' 
The leprechaun looks •round nervously, There are 
ominous bellowing things, crashing through. the 
undergrowth As you may already know, Tamara is 
incapable of telling an untruth. She bathes the leprec- 
haun in one of her smiles and says, 'Actually, Sir, I 
am a Romulan Catholic. ' 

"Bejabers! Dai's alright den. Quick! Follow me 
before dey get us . v As he scoops up a small 
crock of told from the nearest rainbow's end, we are 
surrounded by Milling, loathsome forms, "Do lj 
(o make my wish now. Louse? 'Tamara asks i 
late The Bygotu have arrived! 
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Producer: US Gold 
Retail Price: E7.99 
Author: Probe Software 

Another arcade classic 
makes its way onto the 
Spectrum. This time it "s the 
ataw com -op Xevious. licensed 
from hamCo 

The action takes place on {or 
rather, slightly above) Planet Earth 
many yeara in the Mure- The root 
of the atory, however, dates back 
to the last lea Age, when large 
hairy mammoths roamed the land 
and man was barely out of the 
trees. Around that time a highly 
sophisticated and technically 
advanced race of beings called the 
Xevious inhabited Earth, These 
beings were forced to abandon 
their homeland because of the 
advancing sheets ot ice. However, 
ihe snows have long since 
departed our humble planet and 
the Xevious have returned. As you 
might imagine, they got a bit of a 
shock when they find out that the 
primitive apes they left behind had 
evolved into technically advanced 
creatures, 

The Xevious believe that the 
Earth is rightfully theirs, and are 
willing to fight to prove their point. 
War breaks out, and this is where 
you come in. You play the part of a 
fighter pilot on a search and 
destroy mission to annihilate the 
Xevious warriors. Controlling a 



Solvalu fighter Jet skimming over 
the surface of Earth, you keep an 
eye open for the enemy, Xevious 
fighters coma in attack waves, 
attempting to crash into your craft 
or blow it out of the sky. Ground 
installations also take pot shots at 
the Earthman in ihe sky . . 

The action is viewed on the 
right-hand part of the screen 
which scrolls downwards with the 
enemy fighters attacking from the 
top m set patterns and formations. 
The ultimate objective Is to survive 
the attacking waves of Xevious 
and penetrate their Anoor Genesis 
Mother ship. This enormous craft 
can be disabled by knocking oul 
its central reactor. Doing this 
makes Ihe Xevious really mad, and 
they resume their attacks with 
renewed vigour as the attack run 
begins again - the mission 
becomes more perilous each time 
around. 

Xevious fighters can be blasted 
out of the sloes with the on-board 
lasers while the enemy's ground- 
based entrenchmenis can be 
knocked out with bombs. Indo- 
siructibke flying minors appear 
interspersed with the attacking 
Xevious craft. These nasty con- 
traptions are difficult to spot, and 
colliding with one spelts instant 
death. 

Five lives are available and a 
two-player option allows a pair of 
pilots to take turns at eradicating 
the Xevious forces. 



Another meant* bites the bullet, but th»b*%* irtftMliM titm* mrm 
tiring b*ck 
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Attack of the tumbling plate *. as the mpacvahtp approitchrt. a 
toupt* at around Un-yett 



CRITICISM 



9t " Xevious In the arcades was 
one of those curt machines that 
you either liked or hated - 1 liked 
It, Xevious on the Spectrum how- 
ever, is s boring shoot 'sm up 
that's instantly forgettable. 
Graphically, this is one of the 
better monochromatic shoot 
'em ups - the characters and 
scrolling area are well defined, 
The use of colour Is a little sus- 
pect though : green- o- visi on has 
been dona before and to better 
overall effect. The sound is not 
at all bad, wtth a couple of tune- 
ettes and the effects have obvi- 
ously been thought about {but 
not too hard). All- in- all, I cant 
recommend this, '* 

KM 




• " Al first ' found Xevious Quite 
interesting to play, but it soon 
dawned on me thai it's basicaUy 
Space Invaders type game - the 
only difference being the addition 
of modern features such as serai* 
ting and monochromatic land- 
scapes Xevious is good as shoot 
em ups go, but f feet the game 
lacks anything that even the most 
docile Of players would find taxing. 
The game has instant appeal - 
which is probably why the arcade 
freaks liked it - but I got com- 
pfetety bored very quickfy. Tbetree 
badge is nice. The freebie poster 
is quite pretty-but the game hokis 
no tasting appeal " 



• " Having heard bits about this 
arcade game (without having 
played rt). I expected a bm more 
than this Iron* Xevtous, The 
graphics are very average, and 
frankly, that's my opinion ot the 
whole thing. It's just anolher shoot 
'em up. That 's it. Fine for shoot 'em 
up addicts no doubt, but I'm not 
too keen. *' 



COMMENTS 



Control keys: definable- up H 

down, left, nght, fire, bomb 

Joystick: Kempston, Cursor, 

Interface 2 

Use of colour: monochromatic 

play area 

Graphics; not much detail. 

smooth scrolling 

Sound: the occasional spol effect 

Skill levels: one 

Screens: scrolling play area 

General rating: A straightforward 

shoot "em up 



Presentation 
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Graphics 
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PI ay ability 
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Value for money 


59% 
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64% 
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Producer: Firebird 
Retail Price: £9,95 
Author: Torus 

Hive puts you at the hetm of 
an etectro-mechanicaJ 
'Grasshopper" ship on 
Gamma V. a planet populated by 
insecioid races. The mission is 
hazardous; penetrate the hive of 
your enemies, the dreaded twee 
who threaten the very existence of 
your race, and kin thetr queen. 

The bees are ready and waning 
for invaders - the sialic defences 
of their hive ere supplemented by 
guards and the labyrinthine nature 
of the hive itself makes penetrating 
it a tricky task. The hive consists of 
eight levels ol twisting tunnels end 
includes recked sections that can 
only be emered if you hold a hey. 
The ship starts equipped with 
one laser, two pylons and three 
position markers (used tor map- 
ping the tunnels). To add to these 
there are useful items along the 
route which can be picked up end 
used. The most important of these 
are pylons which recharge the 
ship's energy banks. Carrying two 
pylons increases the Grasshop- 
per's energy level, while carrying 
One serves to keep the power con- 
stant. Without the aid of pylons, 
the energy reduces slowly to a 
fatal zero, Other collectible objects 
induce keys, shields, treasure and 
a telescopic arm 



The screen shows the view from 
front of the Grasshopper ship as it 
moves down the long, twisting 
passages. It can accelerate 
brake, jump over obstacles in the 
floor and crouch under spikes 
hanging down from the roof. Com- 
plete rotation can also be exe- 
cuted, so you can explore the tun - 
nets on all sides. The ship is not 
damaged by scraping along the 
hive walls. 

The game can be saved at any 
rime by pausing and recording a 
16 character code which appears 
Cm screen. The Grasshopper ship 
re-starts at the appropriate place 
when this code is re-entered. 

A control panel at the bottom of 
the screen shows which objects 
the ship is carrying. It also displays 
the life level, score, h*gh score end 
contains two panels: one of these 
light s up as the ship passes a June- 
lion - the other flashes if the ship 
■s being attacked from behind. 

The hive contains a series of 
locked gates, which cannot be 
passed through without use of the 
appropriate key. The stronghold is 
inhabited by a series of Jnsectoid 
creatures that have vaned attack 
capabilities according to the level 
they live in . The locate can be elimi- 
nated with laser fire, but flrsi you 
have to locate a laser . . . One 
guard, the jailer, is virtually inde- 
structible - the Grasshopper's 
only defence against him is the Jail 
Card, which can also be picked up 
along the way 

Cnce the eight -levels have been 
negotiated, the mission ends 
when you lob a smart bomb at the 
queen. 




£ spike on Hi* ftoof loom* up, but behind it thsrrw't mrt energy 
ppton - w*fl worth collecting 



TT»# receding •qu*r»f in the viewmsrwen Indicate thml th*> 

Grasshopper hms fust looted oft a laser blast 



CRITICISM 



• "' Despite lack of scenario end 
weird gameplay I really like the 

Hive- Perhaps it is the sense gt 
net knowing what's going an 
that nukes this so compelling, 1 
can see myself getting bored 
with It In the distant future, but 
I'm sure that It'll keep me going 
for * month or so. Graphically 
this is pretty un-inspifing - loads 
and loads of blue circles with the 
odd something else cropping up 
every thirty seconds (a bit Ilka 
EM*). Aa with most vector 
games, simple graphics Create 
the best effects and these 
graphics are basic. The sound Is 
poor - there are hardly any 
effects and no tunes. Tonus 
seem to have done it again - I'm 
sure that Hive will become the 
cult game of 1987. " 




* 'This a too much I teat that 
Hive contains loo many keys for 
the average player, which rs a p»ry 
as I feet that tt is very pood apart 
from this. Graphically it's perfect: 
the wire frame graphics suit the 
maze feeling well, and movement 
is very good with me speed con- 
trols giving an excellent feeling of 
inertia, Hive »s good fun at first but 
I got a bit bored travelling mound 
the maze, and feet that me game 
doesn't contain anything very 
competfmg or addictive- lm sure 
that Hive wm appeal to some 
people, but I couldn't get fat 
enough mto rf to enjoy it. Worth a 
peep. " 

• " Loads of little circles dashing 
about the screen -not the greatest 
idea for a graphical stunner, or at 
least that's what I thought at first 
sight! Ha! I was compmt/tf and 
utterry WRONG! They reeBy do 
create an excellent effect as you 
feel yourself hurtling down step 

ning u| 
didn't 
game itself quite so much When 
the novelty of the tunnel effects 
eventually wore off, I began to get 
a little bored. I really don't think 
Hive has got as much to h as H 
could have - despite the neat 
effects, there's a not enough game 
content. " 



COMMENTS 



Control keys rN fell. Mnghl 5 Up. 
x down, Afire, Gp«;k up, Wdrop. 
J Jump, K crouch, SPACE acceler- 
ate, V decelerate , Z rear view, L 
toggle controls, 1 Freeze 
Joystick: Kempston 
Use of colour: minimal 
Graphics; functional and fast 
Sound: none 
Skill levels: One 
Screens: large 3D play area 
General rating: A clever maze 
game that lacks a little in terms of 
gameplay 



inclines, or straining up the nBs, 
Unfortunately. I didn't enjoy the 



Presentation 
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Graphics 
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Ratability 
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78% 
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Producer: Quicksilva 
Retail Price: CB.»5 
Author; 1001 Ltd 

In 1986 Ronald Reagan s Star 
Wars plan seernec like an 
impossible dream. By 2056 
however, it was an established 
fact of life with a system of satellite 
defences protecting man, both 
from himself and ihe outside uni- 
verse 

Under this technological stuck*, 
man was free to lead a life of lei- 
sore This idyllic extstance had 10 
end, and on Chnstmas eva 2056 
things went horribly wrong. A war- 
like siren race took over the satel- 
lite defences, and turned the Star 
Wars system against the Earth's 
cities 

Earth's Council held a" 
emergency session, and came up 
with one Jasl plan for survival The 
World's only hope was one man, 
the dashing Captain Nick 
Diamond (Worid Xeno champ for 
as long as anyone could 
remember). 

You are N»ck Diamond, flying an 
Eagle Class E751 fighter above the 
slowly revolving Earth. Accessing 
the main options window allows 
sound affects lo he turned on or 
off. and the scores or scrolling 
message windows opted for, The 
score window, energy bar centre 
and message window appear 
atong the to of the main viewsc- 
reen Nicks rntsaton is to destroy 
the eight satellites that are in geo- 
stationary orbits over cities. 



Diamond is equipped with four 
different weapons which become 
available at different stages of the 
game Firstly there's the COSMO- 
GUN, which is always available 
arid is capable of fifing two shots 
at a time. The FAZAL^ZA is 
acquired after 13 targets have 
been destroyed and ts armed with 
fifty shots, three of which can be 
on screen al once Destroying a 
dozen targeis earns you a 
DYNORAV that is equipped wiih 
ten rounds, fires rhree simultane- 
ously, and can destroy alien 
bombs, Finally, the ultimate 
weapon is the E751'S BLASTER 
This is the only weapon capable of 
taking out the enemy aaisWte a , 
and 144 aliens must eat vacuum 
before this enters the arsenal. 

The E751 is under constant 
attack, and each successful 
enemy shot drains its limited 
energy supply. A complete loss of 
energy is fatal, but diminished 
supplies are replenished every 
time a satellite is destroyed. 

Scrolling messages inform you 
of where the aliens are massing. 
Accessing the map from the main 
options window shows your posi- 
tion relative to the Earth's surface, 
and also the position of the satel- 
lites Using this map you can easily 
locale your targets, 

Once a satellite has been 
located and reached, it comes into 
view on the main screen. The cities 
start off with a rating of five, but 
this rating falls poinl by point as 
they incur damage from the alien- 




Whll* th* map ta KCftHd. the mm iugi window in farm* th* 
pilot at thr £731 that India it having probtwma »ft*h the miirn* 



controlled satellites. If a city's rat- 
ing reaches zero rt has been 
reduced to rubble and when all 
eight cities have been pulverised. 
Nick has failed. 

Come on Nick you can do It. 
After all the world Xeno champion- 
ships wouldn't be the same with- 
out you! 



CRITICISM 



Approaching* matmhit*- Bitit it and a city bacom** mat* from 
th* *H*n hord* 



# " One thing I can really do 
without at lha moment is a tacky 
shoot em up. Having said that. 
every aspect of Defcom is good 
except on* - its playabilrty. This 
is perhaps the most Important 
feature in a game of this nature, 
I couldn't play this for more than 
half an hour as it gels extremely 
tedious and Is very hard to play. 
The graphics and sound ere 
good, which is what we have 
come to expect from binary 
DeSMM. 1 feel that the program- 
mers have deliberately tried to 
make Defcom as difficult as pos- 
Ubte. I cen*t realty recommend 
it." 

■EM 




• " This musr be one of the most 
boring games around at the 
moment - i literally yawned as I 
finished my frnjt gume. The screen 
is lad out in a very baring fashion, 
with at least 75% of it black. It's a 
pity however that the enemy ships 
move so quickly* as dose exami- 
nation reveals some very well 
drawn and animated characters, 
Defcom "s main problem is its 
ptayabitify Having to access the 
menu So many limes reduces ptay 
to a quick shooting session tol- 
towed by a slow plod through the 
awkward menu. There & abso- 
lutely nothing hen that would 
keep me playing for any length of 
time. Avoid it. " 

MUL 

• " The graphics m Defcom are 
enough to make you look at the 
game, and maybe want to play It. 
Indeed, it is alright for ihe first few 
goes, but a becomes monotonous 
really quickly. Colour isnt used 
too well, but the way In which ihe 
spaceships zoom in. and out of ihe 
screen Is interesting. The overlaid 
scores end so on are okay, but 
they do tend to clutter the playing 

There is little involved in this 
game which -would hold ihe 
interest tor more than about half 
an hour, If monotonous, boring, 
unplayable, but pretty shoot 'em 
ups are your scene, then Defcom 
is lor you. M 



COMMENTS 



Control keys: Q up, A down, P 
right. Otolt ENTER menu, SPACE 
I '<■ 

Joystick; Kempston. Cursor 
Use of colour: limited to blue and 
black 

Graphics: brilliant sprite anima- 
tion 

Sound: great 128 tune, otherwise 
rattier average sound and effects 
Skill levels; one 
Screens: one 

General rating; Good graphics, 
but rt's a shame about the game 



Presentation 


76% 


Graphics 


68% 


Payability 


41% 


Addictive qualities 


44% 


Value for money 


41% 


Overall 


45% 
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COP-OUT 



Producer Mikro—Gen 
Retail Price; Efl.95 
Author: Raphael Cecco 

This game could claim some 
unique fame as it made the 
TV headlines, Thames Tele- 
vision covered the National Com- 
putet Games Championship 
towards the end of 1 986. and this 
happened to he the game selected 
to (est the cream of games' 
players who'd been put forward by 
various computer magazines and 
newspapers. 

Cqp-Our is all about keeping the 
streets clear of lawless elements 
dunng prohibition In ihe roaring 
twenties it is a thankless task. 
With a mere nine lives, our brave 
boy In blue has ten levels of line's 
social outcasts and rougher ele- 
ments to deal with. 

Gangsters, motls, drunks . . . 
there Is seemingly no end to the 
seamier side of life And they ail 



moves aa well, but at twice the 
speed. The ounsight can also 
move up and down. The brave 
bobby can let off a volley of six 
shots before he has to pause to 
re-load. His targets are beds, cars 
and planes which drift around ihe 
sky as well as the gangsters mem- 
sefves. Shooting the gangsters is 
a tncky task, as they only break 
cover tor a short time to lob soms- 
i at the cop, 
If all this makes it sound like me 
odds are stacked against the law- 
man, he has one thing on his aide, 
if he can shoot a bottle as it hurtles 
through the air. he becomes tem- 
porarily unscratchable. While this 
Dutch courage lasts, he can hap- 
pily blast away at anything in sight , 
especially the biplane, which looks 
like it may have belonged to the 
Red Baron, and a jeep full of Ger- 
man officers (aren't they in the 
wrong moving Kilting these oul- 
of-piace Items docks up 1.000 
points a go. Another good wheeze 



Httfoof fhootw wfMtytft <** ttipimn* hoping to c etiwet mnvth+r 
f .000 pofott 




in tft* wsrwhovmv. th* cop tri+m get to drvp th* birdi* on j 



certainly lent dim. I couldn't 
play Cop -Out 'Or long as it really 
tent demanding enough to 
appeal to me - running left and 
right and shooting things 
through sights isn't an original 
Idea, and nowadays It Isn't much 
fun either. Graphically Cop-Out 




want one thing, to rub out da cop. 
The mobsters come armed with 
the old violin case jobs spitting out 
bultets. There is also a sprinkling 
of yobs, obviously not amused at 
ihe difficulty in getting a quick 
drink in the prohibition days, and 
they enjoy nothing better than 
chucking empty bottles at poor old 
■MfOOt 

To combat Ihis tusJlade, our 
hero has his trusty sin shooter. He 
runs backwards and forwards 
along the bottom of the screen, 
dodgmg the bullets and bottles As 
he moves, his gunsighl frt's a 
pretty advanced six shooter) 



is to shoot a bird and get a gangs- 
ter clobbered by the poor feath- 
ered chump as he plumnv 
earth. Not a game that RSPB 
members are likely to relish. 

After a while play moves on to 
another level and life gets more 
difficult for our hero. Like they say 
on TV, it's lough on the streets' 



CRITICISM 



• "This htn't exactly whet I'd cell 
a state-of-the-art program but It 



is fairly impressive: the charac- 
ters move around wail and the 
backgrounds ere nicely drawn. 
The sound is aiso fairly good and 
there is a lovely tune on the title 
SCr«en. If this wag. a budget title 
I would strongly recommend it. 
Alas It isn't and nine quid is far 
too high a price." 



$y"Cotlhis<$ab>totachangettotn 
the usuai 1 mwro-oen gruff - but I 
can handto it Graphically the 
game is spot on and contains 
loads of colour. Cop-Out is 
rmmee*afeVy adfc*c*rve but after a 



white I sussed out that the game 
contains kttte more man a sub 
stage of me budget game, Kane - 
although to be fair to Cop-Out, tt 
does contain a bit more thought 
about what you blast next. The 
backgrounds an well drawn, but 
dont give much of a 3D rmpras* 
s«xi. Worth a look at. if you like a 
good shoot em up, but much too 
expensive for us average 
tafs. " 



•" When I first saw this at the Mic - 
rofair, I thoughl "eugh!". Having 
played it however, it doesn't look 
that bad. All the graphics, though 
initially appearing poor, are 
Interestingly animated, and ihe 
game is surprisingly playable, An 
element of the 'one more go' feel- 
ing has survived, although I don't 
think that for one minute its price Is 
deserved. It sounds qurte joty, 
with a nice lime on thelitis screen, 
and good spol effects dunng tfie 
game. Ultimately. I can't recom- 
mend Cop-Out, because its a bit 
too average in most respects." 



COMMENTS 



Control keys: Up, A Down, O 
left. P right, 3 Pause, M fire, 1-* 
Ratal 

Joystick: Kempston. Cursor, 
Interlace 2 

Use of colour decorative 
Graphical good detail and some 
animation 

Sound: good spol effects 
throughout 
Skill levels; one 
Screens; 10 

General rating: A polished rendi- 
tion of an unoriginal game 






Presentation 
Graphics 
Payability 
Addictive qualities 
Value for money 
OvtAl 


81% 
72% 

69% 
fft% 

56% 
65% 
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>7 ftfegg 




Producer Telecomsoft 

Retail Price: £9.99 
Author: Odin 

Tftts could be the bail game ol 
the future. In HypabaM two 
teams, the Hawks and the 
Vipers, compete against each 
other in a fast and exhilarating 
match. The idea Is (o pass a ball 
between the members of your 
team, and then shoot rt through a 
hoJe m a moving dome. This dome 
slides up and flown on a pole 
which runs down the middle of the 
pitch. The fact thai it is moving 
makes it all the harder for a shot to 
be positioned accurately. By using 
your team members correctly rt 
should be possible lo keep the bail 
away from the opposition and 
score as marry goals as possible, 
there are three members in a 
team: a Grounder, Strike 1 end 
Strike 2. The Grounder walks 
along the bottom of the pitch, 
catching balls and throwing them 
up to the Strikers, who take shots 
at the goal. Each team member is 
equipped with a jet pack which ts 
used to move around the pitch , for 
the game is played not on i he 
ground, but vertically in the air. 

At the stari of the game the 
player gets the opportunity to pick 
a team from the players whose 
portraits appear on the selection 
board. As the cursor highlights a 
portrait, that player's name, age. 



height, weight, strength, agility 
and speed is shown to give an Idea 
of what their performance is likely 
to be. As the choices are made, 
the computer selects lis equiva- 
lent team member. Once a team of 
three has been chosen, a fanfare 
heralds the start of the game. 
There is a two-player Option - If 
this is selected Player One con- 
trols the Hawks and player two 
controls the Vipers. The selection 
process is the same, but Player 
Two rattier man the computer gets 
to choose a team. 

A player can only hold the ball 
tor two and a half seconds, before 
(he bail ts automatically passed In 
the opposition side's Grounder 
and the action starts all over again. 
Players can't tackle someone who 
is m possessicin of the ball, but as 
the ball can only be held for such a 
limited amount of time, it may be 
possible for a player to intercept it 
as rt is being passed. 

A clock on at the top of the 
screen counts down from 1 00 . and 
the winning team is the one with 
the most goats when the time runs 
out. 



CRITICISM 



# "What has happened to ooth? 
What's happened to games like 
Nodes and Robin? As future 
sports simulations go this isn't 



ThrHm*rii*mnditfV)pmrwtf*tUlltO*rt,w(thth*Yip*r*t»kl 
an 4>rg>M-gr«*f J#*tf mnd 00 moment* remaining oh thw cfo* 
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ABALL arwna — an ugly bunch 



all that bad. but It doesn't appeal 
to me in the slightest. There is 
no way I'd pay out ten quid for 
this slow and unplayable game. 
Graphically this is not up to 
cow's usual standard - the 
characters are well animated 
and drawn but the playing area 
Is drab. The sound is perhaps 
the game's best feature ; there is 
a great tune on the title screen 
and toads of effects during the 
game. I don't recommend this. It 
could {and should! have been so 
much better." 

■EH 

• "When t saw the name 'Berme 
Ouggs' on the titfe screen I was 
expecting a. iQther great game, Out 
aias it was not to be Hypaoall <S 
harofy a game ot the future, more 




tike an idea of the pest. The anitna - 
tion is quite good and me sound is 
above average, but the game con- 
tains very iittie lo keep the player 
enthralled for long. Hypaball is wen 
presented but the game itsett is 
quite unplayable t atso found the 
graphics somehmea left torts of 
ttwmsefves all over the screen. 
There's a distinct iack of atmos- 
pham and addKliveness 
here . . . " 

mm. 

9 What a really tacky game this 
H The graphics are very poor, and 
ihe characters move badly- The 
inlay left a lot to be desired, with 
virtually no instructions what- 
soever, Some of the characters fail 
to move quickly enough for il to be 
termed a reflex game, which is cer- 
tainly what it should be. The 
responses are too slow on the user 
controlled players, making the 
way in which the computer play&rs 
score 9$% of the lime both frus- 
trating and aggravating. The 
advertisement is pretty, though.' 



COMMENTS 



Control keys: definable - up, 

down, left, nght, fire 

Joystick: Kempslon, Cursor, 

Interface 2 

Use of colour; simple out effec- 

nve 

Graphics: small, but well detailed 

and cute 

Sound: jolly tune at the beginning 

wilft spot affects throughout 

Skill levels: one 

Screens: two 

General rating: A disappointing 

game whtchlafntshesooiN'srepu- 

tation 



Presentation 


69%\ 


Graphics 


62% 


Pfayibility 


49% 


Addictive qualities 


52% 


Value for money 


42% 


Overall 


56% 
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LEGEND OF KAGE 



Producer: Imagine 
Retail Price: £7,95 
Author: Gary Knight 

Parting t$ such sweet sorrow! 
More like a nightmare in the 
case of poor Kage - the 
bravest, most dashing Ninja of 
them all- There he was anticipating 
a leisurely, amorous stroll in the 
woods with his loved one. the 
beautiful Princess Kin. when sud- 
denly she's gone, The evil, lire- 
spoutmg Dragon King, racked with 
jealousy, has whisked her away to 



have his evil way- Now its up to 
the broken-hearted Kage to save 
his beloved from the nasty mons- 
ter. 

Legend of Kage Is set in four 
locations, the first of which is the 
lor esl where the Kidnapping look 

eace. Here among the lohy 
anches, Kage encounters the 
Dragon King's henchmen - the 
black Nrnjas. These ere disposed 
of either by ff ailing stick or shurikan 
star. Kage has an infinite supply of 
the stars which can be thrown in 
three directions: diagonally up. 



ttyougo put in th+ wood* todmy . . . K**e fl*tj irwf* thmn he 
bmrgnned for in hi* atttrnoon wtrott 



1,/iV£j* 1 
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straight ahead, of diagonally 
down 

The Black Ninjas fight back witti 
their own stars and being hit by 
one results in the loss of one of 
Kage's five Ives, and a return to * 
the start of the screen. In the 
forest, Kage can climb the trunks 
of trees and also leap from tree to 
tree m his bid to defeat the nasty 
Ninjas 

When ten of the black Nmjas are 
dead, the Dragon King himself 
puts in an appearance, spouting 
streams of tire wherever he goes. 
Deft fighting at this stage results m 
the ewl one's hasty retreat to Ns 
castle. Kage's subsequent pursuit 
brings him to the second location 
- the Dragon King's Palace 

Kage finds himself at the wall of 
this seemingly impregnable for- 
tress, surrounded by another 
group of hostile Ninjas, Once 
again ten Ninjas must be killed 
before Kage can attempt to scale 
the walls and continue the rescue 
mission - Beware the Ninias hidden 
in the moat! 

The third section involves scal- 
ing lhat wall. This is painted with 
directional arrows, but is guarded 
ail the way by more Of the lord's 
minions, Successfully negotiating 
this stage leads Kage to ihe final 
section. 

As Legend of Kage reaches its 
climax, our hero fights his way 
through the enemy's lair to locate 
the kidnapped pnncess, whom the 
crafty lire-breather has stashed 
away in the uppermost turret ol the 
casi ie. Once he Is past the guards, 
the Evil One himself puts in an 
appearance and Kage has to step 
back very smartty to avoid crema- 
tion, To finish - the fearless Ninja 
must dispose of the Dragon Lord, 
then release the pouting pnncess 
end (rvehapptry ever after. 
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CRITICISM 



• "I really enjoyed the arcade 
version of this (mainly because I 
could play it for hours on one 
credit). Hearing that immune 
were going to convert H tor the 
Spectrum made m» uneasy, a* I 
thought that it wouldn't convert 
well. The result is oven worse 
man I thought It would be. Other 
than the great title tune there is 
nothing at all appealing in 
Legend of Kage. The gamepiay 
just ianl compulsive enough to 
keep me playing through the 
bad fttckery graphics. I'd stay 
well away from this if I was you - 
it's no fun to play," 



• "ff's bad enough tor ocean fo 
put out trashy games fi*e Knight 
Rider andMaitstrom, but now they 
are starring to tarnish the image of 
the mao — label which they have 
done so much to btukt up. I found 
Legend of Kage very easy to gat 
into - a bit too easy in fact - I 
finished the game after only a few 
goes! The character graphics ate 
good, but they're fat down by the 
boring background which keeps 
repealing itself. Legend Of Kage 
would be $ gram budget game, but 
at the full price it's appaJitng value 
fpr money-" 



• "This is so boringl My first few 
attempts were reasonably enter- 
taining, but I expected improve- 
ment m the higher levels -this was 
not to be. After ten minutes, things 
started to get a bit monotonous, 
and after another ten it was 
nothing short of tedious. If you 
expect onry fiaff an hour's ptaytng 
for eight pounds, then I reckon 
Legend of Kage might keep you 
amused. If on the other hand, 
you're looking for more than a few 
day's enjoyment for your hard 
earned cash, then keep well dear, 
imagine - this has 
before!" 



COMMENTS 



Control keys: W up. S down, N 
left, M right, O fire. SPACE pBuse 
Joystick: Kempslon. Interface £ 
Use of colour: good, although 
there's a lot of colour dash 
Graphics: jerky animation, small 
sprites 

Sound: good title tune, but bland 
effects 

Skill levels: one 
Screens: four 

General rating; A big disappoint- 
ment for fans of the arcade 
machine 



Presentation 


81% 


Graphics 


63% 


Payability 


S7% 


Addictive qualities 


51% 


Value for money 


46% 


Overall 


50% 
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PETER SHILTON'S 

HANDBALL 

MARADONA 



Producer* Grand Slam 

Retail Price: E6.95 
Author: Icon Design 

During me World Cup finals. 
Diego Maradona allegedly 
used his hands when scor - 
ing a goal k> a crucial match 
against England {an i ncideni which 
resulted in England being knocked 
out of the Cup). Icon dcskw have 
written a sightly tongue-in-cheek 
ogrem based on this memorable 



Peter ShOtons HandbeM 
Maradona puts the player in goal 
tor a change. Playing foe a team of 
your choice you must atop the 
opposition from scoring. The 
screen shows half of a football 
pitch looking towards the home 
team's goal. The opposing team 
position themselves and shoot 
from random angles. Using the 
joystick or keyboard, the player 
move the goalie so he saves the 
shot, H a shot is stopped from 
going into the net the scoreboard 
(to one side of the goal mouth) da- 
plays 'Save*, otherwise it 
announces 'Goal'. 

The goalkeeper has a variety of 
moves he can make in order to 
save shots. These include the 
standard left, fight, up and down, 
as well as some more com plicated 
manoeuvres, such as diving 
upwards, up left, up right, centre 

left, centre right, down nght and 

down tell. By using these moves 
(0 thenr full potential it i$ theoreti- 
cally possible to save anything the 
opposition cares to kick at you. 
The game provides 16 skill level 



and three modes of play. The prac- 
tice session allows goalie-control 
to be perfected before the real 
hard work begins. In the basic 
game, which may be played 
against the computer or another 
human, each side gets tour shots 
at goal, and your opponent's 
shooting prowess Is related io the 
skill level he has attained, Your skill 
level is allocated by the computer 
according to a code, and entering 
the sKiii-buiiding mode allows the 
skill code to be upgraded - if 
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The 0Mfr*, PtrtET$httton,im looking » bit peftltrttedm* tt* tacmm 

thr onmlMug hi of tour ath?r ptmytfW 



you're good enough. Four shots 
have to he saved before moving 
up a skill level, whereupon a new 
code is provided. 



CRITICISM 



ft *' Goal keeping simulations 
don't really rate that highly in my 
list of ideal computer games; 
there have been a few and none 
of them have made the grade. 
This continue that trend. The 
gameplay in Handball Maradona 
is non-existent. Graphically 
there Isn't anything here which 
is remotely Interesting - a horrid 
green pitch and some 'orrible 
white characters doing some 
kind of Irish jig {not a dig at 
Ctaran - honest). The sound is S 
complete cop out, with about 
three affects and no turn, I 
wouldn't buy this. I'd rather 
spend the money seei n g 
Hereford United thrashing Lud- 
low Rangers! " 



• " 77^5 gam© must have one or" 
the tackiest titles ever. After bM the 
game has nothing at all to do with 
the World Cup W - m fact the 
game has little to do wtfh anyrhino. 
ieasr ot at! football* Peter Shitton T s 



Handball Maradona is good if you 
like lota of flashy presentation and 
options, but there's no game to 
apeak about. The graphics give a 
poor impression ofpetspecttve, so 
it is hard to /udge when to attempt 
your save As far as content goes, 
the game is Nile more than a repet- 
ition ot the same old moves, over 
and over again. Graphics are the 
bitstc monochromatic type and 
the screen display is very sparse, 
containing fljst two ad boards. 
This ts nothing tike real goalkeep- 
ing, so it doesn't really achieve 
anything. " 



• " To be honest there is not much 
io l his game. Alright, there's a 
practice mode, and the skill 
development facility, but it's still 
the same boring game Running 
around after a football never 
appealed to me at school, and I 
don't like watching football - 
except (or World Cup games. 
Peter Sfvtton's Handball 
Maradona is very boring, holding 
interest for no more itwi a few 
minutes. The graphics are passa- 
ble, but the men don't seem to fol- 
low any set patterns, H iust doesn't 
appeal to me and it isn't a game I 
would recommend. " 



COMMENTS 



Control keys: definable - up. 

down, lefl. nght, dive 

Joystick: Kempston, Cursor. 

Interlace 2 

Use of colour, unimaginative 

Graphics: small and undecaNsd 

Sound: a few spot effects; no 

tunes 

Skill levels: 16 

Screen*: a few variations on the 

ocflimouth 

General rating: Part ot what could 

be a good football game - as it is. 

there s not enough there 



Presentation 


7S% 


Graphics 


54% 


Payability 


4." u , 


Addictive qualities 


40% 


Value for money 


43% 


Overall 


42% 
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REPEL THE DOPPELGANGER WORLD OF ANTI-MATTER 





I wo worlds - the mirror image of each 
other, touch in space through a 
Time-Warp, 



[ft 



ne is positive, good, familiar - our World; 
the other is negative, evil yet unnervingly 
familiar. 

heir interface - a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
exchange. 

estore our Worid - stop the invasion, but 
do It now, for as the exchange acceler- 
ates, the time window grows larger - 
domination is a hand! 




STARTLING ACTION • INNOVATIVE GAME PLAY STATE OF THE ART GRAPHICS 
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SUPER SOCCER 



Producer: Imagine 

Retail Price: £7.95 
Author: D J Anderson 

Here's another way to play 
football without getting 
covered in mud and sweat, 
In fact you don't even have to leave 
the comfort of your armchair to 
enjoy a soot of soccer. 

At the start Ihe player has to 
select from a number of options 
in menu form. These 
the numbers of players 
controlled in any one game. Ihe 
skill level, the game mode (match 
or toumamenty the duration of a 
match, team colours and learn 
names. By pressing ihe approp- 
riate key, these options can be 
selected and displayed on the 
screen, 

Up to eight players can be con- 
trolled hi once. There are three skill 
levels starting at quite simple and 
progressing to miner incxy. ine 
number of people playing soccer 
partly determines the mode of the 
match - you can play a tourna- 
ment or just have a single game. 
There is even a practice option so 
the player can perfect control of 
the team. Games can range from 
jUSt ten minutes duration nght up 
to had an hour. 

The screen's starts off green, 
but If you find this a little rough on 
the eyes men the pitch colour can 
be changed a) will, as can the col- 
our Of teem strips to make sure the 
players show up property on the 
screen m your newcokxjrscherne. 

The main screen shows the 
pitch which scrolls left and right 
with the action, Al the top ol the 



screen the speed, energy and 
force factors of ihe player you're 
currently controlling are shown 
The player nearest the ban rs the 
one you control and this ts indi- 
cated by a halo appearing above 
his head When free kicks or cor- 
ners are to be taken the screen 
nips to an aerlaJ view of ihe pitch 
and the players can be moved 



CRITICISM 



• " Ho hum it looks like ■ 
have tried to better Match Day - 
and In theory this is superior, but 
unfortunately in practice Ihe 
gams is slow and unresponsive. 
Controlling your player uses a 
set Of joystick waggles or key 
presses that would be better 
suited to a fighting simulator, 
and the game kept me toned (or 




Tha nfi awarded * from kick 



about ustng s CwSOr 

The footballers on screen are 
capable of performing a wide 
range, of complicated manoeuvres 
accessed from keyboard or Joys- 
tick, and effort spenl mastenngthe 
controls will pay dividends once 
serious play begins, Like all seri- 
ous footballers, you have to be In 
training' 



Tn'* <'■ whar* ttio action i*. took* Ilka armthar oomti* on (ft* 
way and Evarton are already thrashing Manchaatmr United 



some time. Graphically Super 
Soccer Is disappointing. The 
characters are nicety animated 
but there Is so much colour 
clash that the effect is spoiled. 
The sound Is on the whole quite 
good, with a lovely tune on the 
title screen, but the effects dur- 
ing the game are a bit lame. * 

ten 

• "I'm really disappointed with 
this. The ideas ffwrt are set out m 
l ho mlay fooled me into thinking it 




was going to be Match Day but 
wiin more moves Unfortunately 
the author seems to have spent 
too much time concentrating on 
incorporating loads and loads of 
moves and matures, but sadly he 
forgot a computer game also 
needs ptayabVrty. tf found it quite 
unplayable, f also found loads of 
bugs which wreck play com- 
ptetety For instance whenyouget 
fouled, if you choose the touted 
pfeyer to take the kick (a reasona- 
ble request, I thought}, everything 
locks up completely as theptayet 
will not get up off the floor when 
told to To my mmd, this is too stow 
to be any tun to play. Not realty 
Super Soccer, more Oka Hearty 
Good Soccer. " 



• " Why has somebody reprog- 
rammed March Day, taken out ihe 
good bits, and replaced them with 
nils that don't work properly, and 
then called it Super Soccer! The 
graphics are dated, and the way 
the game Is obviously supposed 
to In together hasn't worked The 
speed, energy and force bars con - 
tribute Mite, and the sound is fairly 
poor - there's nothing more than 
whistles during the game, A good 
long time on, and I don ' t think there 
are any notable improvements. 
Give me Match Day. any day, Al 
least that was playable. 




COMMENTS 



Control keys: definable - up. 

down. left, right- kick 

Joystick: Kempston. Cursor. 

Interlace 2 

Use of colour a little clash, but 

colour of pilch, strips and border 

definable 

Graphics: poorly animated 

characters - tends to get messy 

Sound: odd tittle tune and plenty 

of effects 

Skill levels: Ihree 

Sc reensi scrolling pitch and place 

luck display 

General rating: Potentially a good 

football simulator, but falls down 

owing to too many mconststenctes 



Presentation 


76% 


Graphics 


64% 


PlayabiHty 


55% 


Addictive qualities 


58% 


Value for money 


54% 


Overall 


56% 
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KONAMI'S GOLF 



Producer: Imagine 

Retail Price: £7.95 
Author: Choice 

The sun has got his hat or. 
the birds are merrily flying 
around doing birdie type 
(timgs and there's nothing like the 
taste of (rash air - so what is there 
left to do? Yea, ihai's right, ring 
your mate* up 'cause the the 
scene it perfect for a lovely let- 
surety round of golf. 

Konami's Gott. as the heme 
suggests, is a golf simulation that 
can be played by one or two 
players, either in a stroke or 
matchpiay game. The stroke game 
is probably preferable for new- 
comers, as the scoring system is 
baaed on the total number of shots 
taken to complete the nine-note 
course, instead of the traditionaJ 
par system of scoring. In the 
matchptay format each note is 
contested separately, end the win- 
ner is the first player to win five 
holes 

The playing screen is split into 
three separate sections, the 
largest of which is used to give the 
golfer's view of the hole to be 
played. At the bottom right a birds- 
eye-vtew of the entire course is 
provided which also shows the 
flight of the ball after it has been 
struck - Above that, an information 
wndow gives an indication of the 
wind speed and direction, which 
hole you are attempting and its 
par, and the number of strokes 
already played, 

First Ihings firsl you must 
choose the appropriate club for 
the length of ihe stroke you intend 
to play A guide to ihe different 
uses for the clubs available is 
given in the inlay - choose from a 
selection of 13. Once a dub is 
Sjrmly In your grip, you musl then 
decide whether to hook, slice or 
simply ihwack the baU straight 
down the middle. Hook makes it 



swing to the left and Slice lo the 
right. Once all that has been sorted 
out it's I ime lo decide the power of 
the shot, 

A horizontal bar at the base of 
the screen contracts and expands . 
The strength of shot is propor- 



CRITICISM 



9 "Aagh! Another golf simula- 
tion; I cant stand It. Nobody in 
their right mind should want to 
produce Golf es an arcade game 
- it's like doing a fishing game 
(Okay- I know one's been done, 
that was boring loo), or going to 








Te*ing aft Iff Mo/* TW* - M pmr tour, 390 ymrtt tester 



I tonal to ihe length of the bar when 
Ihe fire button is pressed, Relax 
and watch the flight of the bal in 
the overhead window , . , until it's 
time to atari the process all over 
Main. 



Elerrn o**t par alr+ady. C*r\ Cam posmibly drop it this tirrrr? 




the library to see if they've got 
the latest Mills 'n' Boon - totally 
pointless, Imagine' s version of 
Konami's GoJf Is the most appe- 
aling gotf gam* around on the 
Spectrum at the moment, but H 
stlii i-sn't worth more than three 
quid - and even at that price I 
wouldn't tike H- Graphically ft 

has to be said that this is quite 
good «• a little green perhaps, but 
generally fairty well done." 



# 'Two gott games in one issue, 
ar toast one of them musf be good 
- but alas no Konami's Golf is Cer- 
tainty one Of the most playable gotf 
simutetions around It's very easy 
to get into. Trie graphics ate wait 
drawn, but in some pieces seem 
ouf of perspective. Sound w a bit 
scarce, but it doesn't matter in a 
ganw of this type. Konami's Soft 
contains stacks of little features 
that enhance it and make it much 
more than a 'hit and hope' prog- 
ram. One of the best golf simuia- 
bona on the Spectrum. " 



% 'Well, it's not an mat bad, At 

first I was going to be really Cruel 

lo it, but. after a bl of persever- 
ance it turned out lo be almost 



en lovable , The two- player mode is 
much more interesting, but bore- 
dom stiisetsjn after a short white 
The graphics aren't particularly 
good, and the whole thing seams 
to lack that certain something 
which would make it into a really 
fun game. If it was a cheap*, then 
maybe it'd be passable, but it's 
not, so rt's not. Not incredibly 
amazing, but there ya go . " 



COMMENTS 



Control keys: Q up, A down, 
left, Pnght. SPACE fire 
Joystick: Kempston, Interface 2 
Use of colour: black players on 
green field 

Graphics: not very detailed - 
functional rather than decorative 
Sound; a little lune at the start 
Skill levels: one 
Screens: one 

General rating; Incorporates 
most of the features of ihe sport 



Presentation 


79% 


Graphics 


71% 


Ptayabilrty 


59% 


Addictive qualities 


52% 


Value for money 


58% 


Overall 


56% 
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Producer: Ocean 
Retail Price: E7.95 
Author: Roy Gibson/ 
Canvas 

Highlander ts based on one of 
last year's more unusual 
Alms. Immortals it seems 
'I |us1 the stuff of rumour or 
legend - they actually exist and 
roam through tkme in an endless 
battle with one another. Ultimately 
there can be only one'. 

Highlander the g«me is based 

on just on© efemeni of the tim - 
the sword fighting seqL*ences. 
During these, the hero, McLeod, 
has to confront and kill three other 
immortals. The only possible 
method of executing an Eternal is 
lo behead him. and ins is 
McLeod's aim when he laces 
opponents, The immortal who 
finally triumphs becomes the hoi 
der of the knowledge*, and con- 
sequently the saviour or destroyer 
of the world. 

The game can be played m two 
ways: you can be McLeod who 
must fight against a series of 
increasingly cornpetertt com- 
petitors. Alternatively two players 
can fight each other in a head-to- 
heed. One playing McLeod and the 
other taking on the character of 
one of his adversaries. 

Each of the three levels is loaded 
separately and has a different set- 
ting and a drffereni immortal tor 
McLeod to try to decapitate. The 
first section features Ramirez, the 
least akited of the immortals FMi 
is the second opponent - an 



ancient and skilled contender who 
is malicious and uncompromising 
m his fighting " h, s head is 
removed men it's on to the final 
level which is set on rooftop ir New 
Yorfc where Mcleod faces the 
most deadly of ali the immortals - 
the dreaded Kurgen Kurgan is the 
most proficient swordsman of the 
everlasting fraternity, and killing 
him confers the 'knowledge' onto 
McLeod and the World is safe 
agam Failure however has disas- 
trous consequences , , . 

McLeod has fourteen different 
sword lighting moves at ha dis- 
posal, accessed in traditional baal 
"em up style. McLeod can move 
right or left across the screen and 
can attack or retreat ,. crouch down 
or leap into an attack position 
ready for the kill. Most of the 
fighting takes place with McLeod 
m a standing position. In this posi- 
tion McLeod has two defensive 
moves to protect his neck and 
body along with six attacking pos- 
itions. In the kneeling position 
there are three attack modes 
allowing McLeod to defend his 
neck, head and (set. 

Energy bars at the bottom ol 1 he 
screen indicate the status of the 
two combatants - fighting and 
taking hits costs energy while rest- 
ing restores it slowly. 



CRITICISM 



Highlander la yet another trite 
em up. This time your 



Ftltrg+t* titrn bmttmr of you am you battle it out In (h* under- 
ground car-park 



weapon is a sword so you can 
hack off the head of your oppo- 
nent. The tie-in with the film (the 
head-hacking sword} is so 
vague that It may as well not 
exist. The game itself lent really 
state-of-the-art. It la very easy 
to get bored with hack "n slash- 
ing, simply because thmrt) isn't 
enough venation- Graphically I 
am tii up pointed; the charac- 
ters are colourless, chunky and 
badly animated and the 
backgrounds are unvaried. The 
sound is less than good - there 
are no tunes and very few 
effects. Highlander is not a good 
game." 



The finml tcart*. wHIMcL tod tttcafntmtm tttirgrn and earn • th* 
knowledge'? 



• Highlander was one at my 
favourite dims of the summer, so 
when ocean grabbed the fights to 
the computer version I was Sure 
mat triey could make a groei com- 
puter game out ot it. To make the 




game*** the htm occah should 
have gone towards an adventure/ 
arcade scenario As ft m, I find it 
totaJty boring and quite unplay- 
able. The graphics are vary simple 
expanded sprites and the 
backgrounds contam a bit of col- 
our They don't took very i mpr es- 
sive. Ptfy it's not as good as the 
turn " 

• "What FAT graphics! Mot some- 
thing we see that often on ihe 
Spectrum' That was the firs! thing 
that shuck me, and the second 
thing was the fact that I found il 
very difficult to win a battle. No 
doubt I'll got better if I practise, but 
frankly, i can't be bothered High 
lander is more than a tiny bit bor- 
ing; despite the fact that there <s a 
reasonable variety of moves, not 
alt of them seem 10 work property . 
I can't understand why McLeod 
turns Into a blob, liquidises, and 
throws ha molten form at Ramirez. 
Highlander isn't one of the best 
games around it doesn'l appeal 
tome." 



COMMENTS 



Control keys: Player One - W up. 

nghi . X down. A left. S fire; Player 

Two-Uup.Mdown.Koght.Hleft. 

J fire 

Joystick; Kompston, Cursor, 

Interface? 

Use of colour: bleak; mainly black 

and while with a coloured border 

Graphics: extended pixel 

graphics which look btocky and 

awkward 

Sound :spol effects (but not many} 

Skill levels: three 

Screens: one main screen on 

each level 

General rating: A disappointing 

game that bears little relevance to 

the film 



Presentation 


75% 


Graphics 


62% 


PI ay ability 


53% 


Addictive qualities 


54% 


, Value for money 


&3% 


[Overall 


S7% 
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© More adventures from the Arcade Sensations 







D 



ra 



Q 



ANOTHER ±JA4m ALL NEW! 
ALL ACTION! SUPER SCREENS 




mSM 



(merlin 





thyra) 



(qu^tor 
SPECTRUM 48K 



ATARI 



Did you buy the no, 1 Arcade 

Smash Hit of 1986 - Gauntlet? If not, 

you certainly should have. If you did, 

then youll be delighted to know that you 

can play another amazing 512 levels with 

this super add on. 

Rojum?-, original Gauntlet to run thi* vmion 



-.---. 






8, SPECTRUM 48/128K, AMST1 
"~~~ £4.99 cassette 
CBM64/128, AMSTRAD, ATARI, £6.99 disk 
fl ATARI ST £12.99 disk 

i SGOLDIXD, LVrrai/lHOUtWD»<«UCHi)iK)Rt>. BIRMINGHAM WW 111 i-MMfeJOM 



MSX, ATARI 



ATARI 

GAMES 



^jgctfgl 



IMPOSSABALL 



Producer: Hewson 

Retail Price: £8.95 
Author: John Phillips 



BaV games were very popular 
during 1986 HtWMNkk* Off 
the New Year with a game of 
this. type, written by a newcomer 
to the Spectrum programming 
scene, mis latest Spherical 
scenario impossabaH. features a 
bail travelling through a 3D acrol- 
ling environment. 

TNs particular bouncing bell has 
(o be negotiated down eight cor- 
ridors, which become pr ogres* 
■ively more cluttered with obsta- 
cles. Cylinders protrude from the 
floor and ceiling and must be 
knocked level with the surface by 
bouncing onto them. The game is 
played against the clock, and the 
status area keeps track of the 
number of cylinders remaining . the 
amount of time left to complete the 
current level and the score SO far. 
Left to its own devices, the bal 
bounces up and down on the spot 
-pressing fire increases the height 
of the bounce up through the four 
levels available, while releasing fire 
allows the bouncing to subside. A 
shadow under the ban helps you 
judge its position In the corridor 
and the height of the bounce when 
manoeuvring. Bouncing the ball 
into stationary objects causes it to 
rebound - unless you choose a 
deadly artefact, in which case one 



of the four lives available is lost and 
the ball returns to the start of the 
current corridor. After an untimely 
death, cylinders that have been 
dealt with don't have to be tackled 
again - play resumes wrth the 
objects in the corridor remaining 
as they were when your ban burst. 
Life as a cylinder-bashing ball is 
complicated by desrjy spikes and 
murderous plasma Melds. Spikes 
tend to live on i he top of poles - 
bouncing into a pole has no harm- 
ful side-effects, but the spiky orbs 
themselves are definitely danger- 
ous. Plasma fields can be statio- 
nary Or may move around, fOflOW- 
ing preset patrol patterns. Fire 
bolts appear after the first level, 
leaping Into the air at regular inter- 
vals from either the casing or the 
floor- 
On the plus side, magic rings 
appear on the floor and ceiling 
Bci>ncing into one while it a Hash- 
ing earns some extra time on the 
current corridor, but once the 
magic power has been extracted 
the ring joins the spikes and 
plasma, becoming deadly to the 
touch. 

Points are scored for cylinders 
that have bean destroyed and for 
travelling down the length of a cor- 
ridor: an extra life is awarded for 
every 5.000 points collected. 
When ail the cylinders on a level 
have been destroyed it is possible 
to cross the finish line - you then 
automatically flip op to the next 
level where the going gets even 



■ r •»«-* retn.nn to be tf/mtt wlthon fh* frrtt level, .ti the 
sphrncjlhrro despatches another uptkrgunrtlotl protuber- 
ance. Govid tM» g»me have been partly Inspired by the S 
hmlfiKt Ones on ZZJkP: 




On. titer mlriken oft level fWOr Pop o.P*t the ball m it make* 
conr.icf with the Mpiky nuardiwS that BUtTOttntt ttft ettemmp- 
ment of cylinder* 



tougher K looks like t(W7 Is going 
to be a busy year for spherical 
heroes. .. 



CRITICISM 



•" 'Oh no!' I hear you cry 'Not 
a nother bouncy ball game'. 
Don't fret - this Is different. It 
realty does appeal to me - there 
Isn't a scenario, but who cares? 
This Is compelling enough with- 
out any plot Graphically Impos- 
saball b very original. The play- 
ing area is superbly drawn, the 
scrolling is excellent and there 
is no colour clash. The sound it 
also very good, with a multitude 
of effects - and the tune on the 
title screen Is worth listening to 
(which is more than can be said 
for most title tuna*). Another 
ace from i 




^ — i — i — ■ — i ,—....-.- , . . . . ... ., . . . . ,i . .hi, ,1 . , . . .i . ..^— — >»— 
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►" Hewson have always come up 
with origins* and good games (with 



(he exception of City Slicker; - 
Impossabal is (he icing on the 
cake, Gtaphtceity, I would say that 
ths is one of their most inviting 
products. The colour is cieveny 
used and avoids attribute prob- 
lems. Unfortunately the sound is 
limited, but it serves its purpose, 
Impossabali ts very easy to get 
into, and extremely piayabte. As 
with most hewson games, it is very 
addictive and good ton to piay. 
Hewson have done it again You'K 
be playing this one tor months. " 

PAUL 

•" I must confess that this one 
didn't realty grab me, but the 
smooth, interesting graphics con- 
vinced me that it was worth play- 
ing a Utile bit. Indeed it was! 
Despite the slight boredom of the 
first few games, tmpossabait 
really kept me at ri for a long whik* 
There is more to this than simple 
arcade reactions (though these 
are a major part of the gameplay), 
a bit of brain-power is also called 
for. The combination of these two 
elements makes the game highly 
addictive and well worth getting. 
Recommended. " 



COMMENTS 



Control keys; Lett/Right -handed 
options - Q/O left. Vif/P right, P/Q 
"into' screen, L/S 'out of' screen, 
X/Mfwe 

Joystick: Kempston, Cursor. 
Interface 2 

Use of colour: effective 
Graphics: smooth scrolling and 
animation; neat inertia effect after 
collisions 

Sound: good title tune and tidy 
effects 

Skill levels: one 
Screens: eight scrolling levels 
General rating: An original, addic- 
tive game that is more than |ust 
another bouncy- ball program 



Prs**frUrtlon 


39% 


Graphics 


90% 


Playabllity 


90% 


Addictive qualities 


89% 


Value for money 


88% 


Overall 


80% 
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AGENT X 



Producer MastortronFc 

Retail Price: £1 .99 
Author: Steven TatJock 

A mad professor has. fun off 
with the President of the 
United States, planning to 
brainwash him and start Worid 
War Three , Agent X. being the bait 
available, has been selected by 
the World Powers to make a 
fescue attempt 

The tour stages to the mission 
are loaded separately from the B 
■da of the cassette. A window 
below the main playing area 
shows the trenchcoated figure of 
Agent X on a path that leads to a 
tombstone. Each time a mistake is 
made the figure takes another Step 
towards the grave, but Agent X 
gains a little bit of life force when a 
new stage or the game begins. A 
vertical bar on the right-hand side 
of the screen indicates how close 
our hero is to completing the cur- 
rent sect kxi. 

Agent X starts out at the wheel 
of a car which travels along a 
rjagonafly scrolling roadway, this 
which Is under continual attack 
from other road users who try and 
nudge it into the kerb or trap it 
behind obstacles. Being a Secret 
Agent's car, it is capable oi leaping 
into the air to avoid crashes. At the 
end of the road the car stops out- 
sideamine . . 




little figure gets a bit closer to that 
tombstone. 

Level Three finds Agent X inside 
the professors lair, From the sec- 
unty oi a lortified compound, the 
mad scientist hurts missiles at our 
hero. Objects are propelled 
towards the agent from eight 
doors at the bach of the screen 
which open at random to disgorge 
a projectile A cross-hair sight » 
moved around I he screen to target 
Agent Xs gun. and the professors 
projectiles have to be shot out of 




In the mine; Agent X is seen for 
the first time in ail his glory, com- 
plete wrth trench coat, drooping 
fag and pork pie hat He's on foot 
and makes his way along a hori- 
zontally scrolling tunnet. jumping 
over runaway trolleys that trundle 
along the floor. The professor's 
evil minions approach from the left 
and nght and must be kicked or 
punched out of the way - if they 
gat their blow in first. Agent X is 
serft flying off the screen and the 



the air. When the bad boffin's 
stock of missiles is exhausted, you 
get a shot at the evil kidnapper 
before moving on to the final level. 
To conclude the mission Agent 
X has to fly a helicopter through a 
cave system avoiding rnjnaHea and 
crusher bars that move, pincer- 
Hke, from ndor and ceiling. The 
cave opens onto the sea, where 
the professor has constructed a 
series of platforms from which his 
henchmen launch themsetves 



using jetpacks. They do their best 
to blow our hero from the sky. At 
the end of the scrolling Sea there is 
a platform which contains a bomb- 
Agent X must collect the bomb, fly 
back through the cave network, 
deposit the device on the roof of 
the professor's HO. and then fly 
back out to see to avoid the Wast. 



CRITfCISi 




• " Perhaps this isn't one of the 
most original budget games 
ever, but ft is certainty one of the 
beat. I'm impressed wffh this: it 
has everything a game should 
have - my only moans are that ft 
may be a bit easy to complete 
and mat the mufti- load la a real 
pain. The graphics are a bit of a 
mixed bag really: the first few 
sections are excellent, but after 
these the graphics start to get a 
bftrrfy, The sound Is the best fea- 
ture. The title music is without 
doubt amongst the best 48K 
music around. The effects aren't 
bad either. For two quid you 
wont regret buying this at at, " 



# " ff seams ro me rhaf 
raoMC have now 
themselves as one of the top 
software houses in the counjry. 
They continugity come out with 
welt polished products at an 
affordable price. Agent X ft 
another bit of fun software: rfs pre- 
sentation is great and the game is 
playable and addictive. The 
graphics are some of the best 
budget type around and contain a 
good mixture of colour. Agent X is 
noi initially addictive, but after a 
while I found myself rewinding the 
tape without complaining at the 



multi-toad. Even if it i$ taxty easy to 
get past the first two levels, the 
game is fun to play and is great 
value for money. Well worth buy- 
ing, H only because it's a bit dme- 
tent front the norm. 



m " Wowl For C1 .99, this has got 
so much content The graphics are 
ailfairtymai.rxjildislketheneed 
to continually restart and reload. I 
suppose it's unavoidable, but ft is 
a utile bit mors frustrating to die on 
a muHi-kjad game than on a nor- 
mal one, For the money, Agent X is 
a crucial purchase, because with- 
out it you miss all the fun! Loads of 
content, in some vary different 
games, all of them very well done. 
Worth ©very penny. " 



COMMENTS 



Control keys: Q up, A down. 
left. P nght, M fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour a brt restrained 
Graphics: good detail and anima- 
tion 

Sound: amazing music at the 
start, okay effects 
SfcHI levels: one 
Screens; three scrolling play 
areas and the shoot out screen 
General rating: A great piece of 
budget software 



Presentation 


92% 


Graphics 


82% 


PtayabWty 


83% 


Addictive qualities 


81% 


Value for money 


94% 


Overall 


85% 
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DOUBLE TAKE 



Producer: Ocean 
Retail Price: £7.95 
Author: Denton Designs 

Our normal, stable universe 
has a parallel - a universe 
that » under the control of 
a distinctly evil being by the name 
of Summk. Sumink has been wait- 
ing for the opportunity to cross the 
dimensional divide that separates 
the two universes so he can begin 
a new program of conquest . , . 

than, one day, a student work- 
ing tn an advanced physics 
research laboratory unwittingly 
provides Sumink with his chance. 
An experiment damages the entire 
spacartime continuum, throwing 
the two parallel universes into an 
unstable stats and creating gate- 
ways lhat allow objects and 
people to pass from one universe 
to the other. 



dent has to travel through the cyc- 
lotron itself - which contains 
energy -sapping atomic particles. 
The status panel Includes a read- 
out thai monitors your energy 
level: there's only one lite in the 
game and energy must be con- 
served as it can't be boosted. 

Periodically, the main display 
dissolves and reforms as the two 
universes Interchange. A pointer 
indicates which universe Is cur- 
rently occupied - a plus sign rep- 
resents our universe and a minus 
sign Sumink 's. This pointer slides 
along a scale when a shift between 
universes is imminent. AH the loca- 
tions in one universe are contained 
in the other, but as the universes 
are mirror images of each other, 
moving left in one universe is equi- 
valent to moving right m the other, 
and vice versa. 

Sixteen electrons - one for each 
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fa ttt* kitchen in our own tinivrrff - a Hrndiwh men wtwriwfvwi 
matfrialtttng mborm- th* rtyht-hmnii wrin 



The lab m which the fateful 
experiment was conducted con- 
tains sixteen rooms and a giant 
tunnei-Uke particle a cc ele r ator. 
Suddenly it has become linked to 
the equivalent laboratory (n 
Somink's universe. Objects from 
locations in our universe have 
become unstable and changed 
places with their counterparts in 
the 'anti-universe", The first step in 
restoring order involves stabilising 
these objects end returning them 
to their rightful locations. 

You control the student whose 
experiment caused all the prob- 
lems- he is represented by a flying 
lab coal and is equipped with a 
gun. Just as well as a horde of 
energy-sapping monsters hove 
been created and they lurk in every 
location, regenerating themsel v es 
eo dtoss iy until stability is restored. 

Rooms in a universe are linked 
by whirling vortexes - the screen 
flips to the next location when the 
coat is moved down into a vortex 
while fire is pressed. To gain 
access to some rooms, the stu 
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monsters or 
the sparking 
through each 
universe - these dOuds also act 
as portals between the two worlds. 
A stable object is retained when 
the universes interchange, but the 
moment A is dropped it becomes 
unstable again unless it is placed 



of the sixteen pairs of locations - 
move up and down in a window in 
the status area. Restoring order by 
returning all the objects that travel- 
led between the universes to their 
correct places causes the dancing 
electrons to move in harmony and 
produce a sine wave on this read- 
out. 

When the student enters a room 
a pair of lights under the electron 
display show red if the room is 
unstable and green if it is stable 
One item can be earned at a time, 
and picking up an object causes H 
to appear m a window on the 
status area. The Indicator lights 
then remain red until the student 
takes the object to the room in 
which it belongs. If the lights turn 
red again when the object is drop- 
ped, it has been placed mconadfy 
and must be gathered up and 
repositioned 

The colour of the object held 
changes to indicate its stability, 
moving through the spectrum 
from magenta to flashing white. 
Stability can be increased gradu- 



and ffianfcfufy the cotiskxt detec- 
tion J* accurate. Lfri tortunafe/y, / 
found the gamo lacked the sparkle 
that could keep ma addicted to H 
tor long, lean see mar Double Take 
win appeal to the graphically- 
minded among you, but /found (he 
actual game boring to play. 




M dank and dreary location in Sumink'm universe 



in its proper position. It's no use 
fust picking up an object and wait- 
ing for the universes to change - if 
the flip happens while an unstable 
object is held ft is automatically 
swapped for its counterpart. 

Restoring stability 15 only the 
first part of the game. Once every- 
thing is ship- shape it's time to deal 
with the threat posed by Sumink 
himserl. Entering the negative uni- 
verse you must do battle with the 
evil warlord . . . 



CRITICISM 



# "I was Impressed when I first 
saw this - h Is based on ■ reaty 
good idea. However, after quite 
a lot of play I realised that Double 
Take didn't really grab me in the 
light places. The gameptay rant 
really compulsive, so you can 
find yourself getting very bored 
after ■ short time, On screen 
ever y thin g It exceaentfy done. 
AH of the ch a r ac ters are per- 
fectly animated (especially your 
jacket), and the backdrops are 
colourful end very detailed. The 
sound is also good, but not out- 
standing. This game lent quite 
my cup of tea *■ l found It got 

monotonous. " 



• "DfKTON ocauHe seem to have 
got thm act together again and up 
come up wrth a realty good pro* 
duct,,. I think! The graphics are 
waff above average - eotaurfuf and 
de rased. The sound is good but 
onty plays once on the title screen, 
which you never see again after 
you've chosen your options. The 
animation is very smooth and fast. 



9 "It certainty looks as though 
dehtom DES WH B have got things 
together again! The graphics on 
Double Take are excellent, with 
toads of colour used (antt roost of 
the clashes are fairly discreet!). 
The instructions and gameptay are 
quite complicated, but rf you take 
time to digest everything the game 
underneath is both playable and 
addictive. The place where Double 
Take most surprised me was in the 
effects. Congratulations to 
□arrow's for the spinning vor- 
texes, the screen changing, and 
the everso neat animation. 



COMMENTS 



Control keys: redefinable - up. 

down, left, right, ftre; SPACE to 

pause 

Joystick: Kampston, Cursor, 

MariaiM 2 

Uae of colour: attractive, and 

carefuftydono 

Graphics: impressive: the usual 

oentom's Hair 

Sound: cute tune at the beginning 

with spot effects throughout 

Skill levels: one 

Screens: around sixty 

General rating: A very classy and 

original game that looks good but 

could get a bit monotonous after a 

white 





83% 


Graphics 


90% 


Pfayabiifty 


71% 


Addictive qualifJaa 


69% 


Value for money 


72% 


Overall 


74% 
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FOOTBALL 
DIRECTOR 

ONLY AVAILABLE ON SPECTRUM 4SK OR + 
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2 PLAYER SUPER 
LEAGUE 



Mil 

• ( 



inAmM« 
refto 



md 1* Sam imt&t 



INTERNATIONAL MANAGER 



AofisUip lunpwnij* ttar«4ta« T Wftii mum JUtmn UonM Mm 

RECORDS FILE 

f.ttit Akctik r,w —n nc- «mi mwn w»c b^ o*w ■ *>« ■ »* fins s >m amhe 

PLAYING TIPS £1.00 
EACH GAME MM ANYTWOCfcSO AWtTHfiEE CU.OT ALL FOUR C1&25 

D & H GAMES 

19 MELNE ROAD, STEVENAGE, HERTS, SG2 84.L 



COMPUTER REPAIBS 

AND 
SPARES BY THE 

SPECIALIST 

SPECTRUM REPAIRS £20.00 

COMMODORE REPAIRS £3100 

COMMODORE POWER SUPPLY £25.00 

Also many other spares — prices on request 

All prices ere Inclusive of VAT 

Whi le-Yo u-Wait Service 

Call In or send your computer to;- 

^0^ THOMAS WALKER & SON LIMITED 
-^jPnyy ?Mf BiskII Strori 
Walkers Birmingham B5 7HR 
™WBffl!* TELEPB0ME: 021 622 4475 





HARVEY HEADBANGER 



Producer: Firebird 
Retail Price: £1.99 
Author: Conversion |>y 

Probe Software 

Marvey and his drinking part- 
nor Hamish Highball like 
nothing better than 1o slope 
off early from work lo catch the 
Happy Hour m their local bar After 
a few beers they start lo become 
rather violent, and start scrapping 
- their favourite occupation. Being 
a bit short on brains, they use thaw 
beer bellies and tough heads to 
beet the living daylights out of 
each other 

The basic idea of this game is to 
out -manoeuvre your opponent or 
the computer. The screen is 
div>ded into horizontal sections, 
divided by wires which the charac- 
ters move along by swinging with 
their arms. Harvey and his chum 
can move vertically, by leaping 
from wwe to wire. As they move 
over the background * changes 
shade, and the two combatants try 
to turn as much of the screen to 
their own colour as possible The 
idea is to isolate your opponent 
inside a zone of your own colour. 
There is a squiggly straws at 
each side of the screen, one for 
Harvey and one for Hamish. 
Cocktail appear in the piaying 
area, and the more drinks a rot und 
fighter slurps, the higher the liquid 
level in his straw rises. 

When Harvey and Hamish col- 
lide, they are both stunned for a 



while by the impact, and start to 
move around the screen errati- 
cally, out of control, The more 
booze you have in your straw, the 
quicker you recover from this 
dazed state and it the other boozer 
Is still helpless it's possible to hem 
in in with your colour and * 

There are five levels of difficulty, 
and the start level is selected 
before play begins. 



CRITICISM 



% "I'd go as far as saying that 
this is the moat playable budget 
game I have seen to date. The 
gamepiay la last and frustrating . 
It does tack a little something 
graphically, but it's hard to say 
what The sound Is a bit lame - 
but there are a few tun* -e ties 
and minimal effects. I*d say that 
this \% well worth the couple of 
quid h&EbirO are asking. Go Out 
and buy it - NOW" 



# "MrTmr a word old game this is 
It took a bit otgettmg used to. but 
I began to enjoy it when id finairy 
discovered what it was all about 
Harvey Headbanger is not as play* 
abto as it should be. but with two 
players careering out of control it 
can become tun. The presentation 
« quite Original, wrth lots Of Cutely 
presented instructions and 
menus. It would have been even 
better witn a thendty little tune end 



Frtntlc QUMMllns Ktran mm m cpuplm t>t t+tr* thing dfifih* 
Mpfyrmt tot tttm two chMUwngmr* 



a well drawn title screen -butfot 
two pounds one cant complain. 
can one?" 



• "I'd heard the Amstrad version 
had received acclaim, but from the 
brief and very unatmosphenc 
instructions (typical of firsbiro 1 ). I 
must confess I didn't realty expect 
any great things from its Spectrum 
counterpart, Nothing great was 
revealed lo me on my first single- 
player game, but everything 
became clear after having played 
two-player. The pace isn't over 
f ast . but it becomes very frantic as 

Cr opponent comes close 10 
iming you in A very sunple 
idea on the part of firebird, but 
well worth the two quid/' 



COMMENTS 



Control keys: definable - up. 

down, left, nght 

Joystick: Kempston 

Use of colour adds greatly to the 

payability 

Graphics; good animation 

Sound; spot effects 

Skill levels: live 

Screens; one 

General rating: A fun, original 

game 



Presentation 


74% 


Graphics 


79% 


Playabihty 


81% 


Addictive qualities 


84 '■-, 


Value for money 


98", 


Overall 


eo% 




NINJA 
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Producer: Mastertronic 

Retail Price: £1 .99 
Author: Icon Design 

j mjas aren't the sort of guys 
you want to bump into 
I down a dark alleyway, Not 
Only do they possess a rather 
nasty sword, they always Keep a 
plentiful supply of Mmja stars 
about them, and if all that lot 
doesn't get you, well, a swift kick 
or punch should see you coughing 
up the of' expensive bndgework 
Fortunately, the hero of this game, 
the Nmja, is me worst of the lot 
Going in an* sorting out a mufti* 
level temple positively bursting ai 
the seams with various aggressive 
types is the ideal way for him to 
spend a rather dull Sunday after- 
noon, 

The justification for this breach 
ol the peace, just in case Nmja 
needs one. is that a tow-down no- 
good bunch ot baddies has made 
off with a collection of idols from 
the temple which Nmja supports. 
He sets out to rescue the idols 
from the clutches of the blas- 
phemers. 

Several flip-screen rooms make 
up a single storey of the temple 
;ind the hero has to kill off at least 
one idol -thief in each chamber. 
Only one baddie confronts him on 
the screens that make up the first 
level, but on the higher levels, up 
to throe may come at him at once 
Moving up a level causes the bad 
guyson the level vacated to regen- 
arn 

Ninja has but one We but can 
replenish his energy reserves by 
collecting jdots Five hits kill him. 
but he's some mean Nmia and has 
a full range of kicks and punches, 
a supply of IhroWing stars and that 
trusty blade. 

The opposition includes Nmjas, 
Thugs and Karatekas. The yobs 

take a different number of Wows io 
dispose of, and fight in different 
ways: Thugs wade straight in as 
soon as Ninja moves towards 
them; Karatekas are fairly aggres- 
sive, but the Bad Ninjas Ilka to 
hang back throwing Nmja stars. 

After a Nmja star has been 
thrown, it lies at the bottom of the 
screen so a Bad Nmja or our hero 
can collect it - the hero can cany 

three stara at snot 

Points are scored for salvaging 
Mots and for eliminating baddies. 
To win the game, the seven idols 
have to be collected before Ninja 
fights his way back down lo Level 
One. 



CRITICISM 



• "Nin|3 Is the son of game tiwt 
would have been exceedingly 
playable il only tha program- 
mers had spent a little more time 
on it. The Idea is there and is very 
good, but unfortunately the 
game gives an overall impres- 
sion of being unfinished- The 
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tmrty in th+ gwnt, Hint* confront* in idoi-nmpping Kmrwtmk* 



With m fm*¥ miyr* point* in thm b*g, onrhoro put* **»# bout Into 
tittup 



gameplay isn't that impressive: 

I couldn't play mote than a faw 
goes without becoming com- 
pletely bored. Beating up thugs 
is only fun whan they fight hack 
intelligently. The graphics are 
poor. The characters flicker 
around erratically and the 
backgrounds are boring. The 
sound is also below average - 
there are no tunes end (he 
effects leave a tot to be desired. 
All in all, even with the low price , 
I wouldn't recommend this- It 
just isn't tun to play. " 



• ■ What a honng game this is. 
There is very little in Ninja that 
would keep anybody excited for 
long. It needs vary Utile thought to 
play the game -Ninja isjustacase 
of trudgjpg around bashing up 
pixels. The graphics are panVct> 
tarty base and monochromatic, 
The backgrounds contain lots of 
colour but give a poor illusion of 
depth. Sound consists of basic 
'white notse ' effects and no time. I 
Csdnt find Ninja in the slightest bit 
addictive. The package contains a 
nice loading screen and many 
cptions, but unfortunately little 
game, " 

PUli 

• " Ninja Is a bad game. The 
graphics are very poor, similar 



characters may have been passa- 
ble on Fist, years ago. but not now: 
the programmer couldn't be 
bothered to animate Ihem prop- 
erly? No brain us required, beyond 
the ability to move and Fire, bui I 
wouldn't complain about that if 
there was more content in it. There 
nough. so I'll just say don't 
buy it. even ford 99 



COMMENTS 



Control keys: definable - up. 

down, left, right, punch 

Joystick: Kempston, Cursor. 

Interlace 2 

Use of colour: colourful, but 

simplistic 

Graphics: simple, basic stuff 

Sound: minimal effects 

Skill levels: one 

Screens: 15 

General rating: A very average 

budget beat 'em up 



Presentation 


60% 


Graphics 


50% 


Payability 


47% 


Addictive qualities 


45% 


Value for money 


51% 


Overall 


50% 
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PRO GOLF 



Producer: Atlantis 
Retail Price: El. 99 
Author: John Watson 



B 



udget goJfmg is now availa- 
ble on the Spectrum from 
'atiahtis who have laken a 
different overall approach, offering 
an overhead ww of the playing 
area 

Before a player may progress 
onto the green several selections 
must be made. Pro Golf allows 
three different types of match play: 
championship round, single round 
or practice, and up to lour players 
may approach the links together. 
Having selected the standard of 
play the next decision is between 
using a championship lee or a 
Metal lee. which governs I he- 
length of the drives you attempt 
The course itsetl is either Sun- 
nmqdale or Pebble beach, 
depending on which side Of the 
cassette is loaded. 

Golf is played out m ihe open, 
and to add realism Pro Golf allows 
the effects of the elements on your 
game to be modified. The speed 
and direction of the wind may be 
selected and ft can range from 
gusty to a steady gale. The ground 
can be wet, normal or dry. After 
the variables have all been 
adjusted, it's time to pull on the 
Pringle jumper and head off on to 
the course itself. 

The main part of the screen ts 
taken up with an overhead view of 
the links and all the normal hazards 
are present: trees, the rough, and 
treacherous bunkers. Windows 
placed over the course contain a 



graphic representation of the 
goUer you control, indicate the 
wind speed and the direction ol 
the hole and show the par for the 
cunent hole and how far your ball 
has to travel before making con* 
tact with the ftag, 

Bef ore the ball is sent whizzing 
across to the green a shot must be 
setup First choose a club: woods 
from 1 to 4 are available and irons 
from 1 1o 8 are included in your 
bag along with a sand iron for 
those embarrassing bunker prob- 
lems- After the appropriate club 
has been chosen, the direction of 
the shot must be selected, taking 
into consideration the effects of 
the wind. Moving a pointer thai 
appears on a small compass at the 
bottom of the screen alters the 
orientation of your golfer 

Finally, the power of the shot 
needs to be adjusted on a scale of 
zero to one hundred. 

The ball is hit by referring to the 
window that shows ihe player - 
time ihe shot so the ball is hi as 
the golfer's arms swing around. 
When the bail is on the green, ihe 
screen fills with an enlarged ver- 
sion of the putting green. The 
seme set- up routine <s used for 
putting, but the power of shots 
becomes more critical. 



CRITICISM 



• " Pro Golf I* perhaps the most 
unappealing game that I've 
played this month. How can any- 
one expect a game baaed on a 
relatively unpopular sport 
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48k SPECTRUM 
F*d Up with *rdi n*ry fruH mac Kl n* giirnl 

* NOW -/- 

A fruit machine simulation with the most up-to-date features, 
sound and graphics 



FRUIT 2010 



A fw frvlt machine **pwl* to fun pi&ytrs 
■k Thm most mdvmnctrt and rtUalic fruit mtthin* simulation 

FIATUIiatt Real reet*- Gold Rush - Rouieiig-itrio-gamrte - nOQ jackpot 
- Holds - easy k*y« - Nodom - HK3H-sp**d Spinning Reel) - Save Down - 
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Number board 
PLUS LOTS MORE 
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ROISWARI (CRJ. 646 London Road. Wr>»i cliff, EtHi SS0 BMW 
FOR FAST DEUVCflV 

Software* from ROSSWARE 
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(among young people anyway) 
that is programmed badly to 
make a profit? I've always found 
GoH simulations dull and this is 
no exception. Graphically Pro 
Golf is poor, the course* are 
badly drawn with UDGs and your 
player looks as though he's 
been put through a blender. Col- 
our is used badly. Okay so gott 
courses are green, but one can 
only take so much Spectrum 
Bra a n on screen before it all gats 
too much. The sound Is dire. I'd 
keep well away from this if I was 
you, there are a lot of better 
things to do with your money, " 



# I've had a few bad experi- 
ences with golf simulations - 
although it pushed I can get quite 
interested in the game. Unfortu- 
nately Pro GoH is about What I'd 
expect from a budget priced 
gams. This is very much based on 
aH the other gotf simulations that 
have come out tot the Spectrum - 
altera* there's not much that you 
can raa/ty do with the game. The 
graphics are as detailed as neces- 
sary and flick onto the screen 
quickly - but where the program 
losas speed (it's an BASIC) is the 
calculating of the other player's 
score. Pro Golf is fairly good, as far 
as golf simulations go. At the 
budget pnea ft is as good as can 
expected - but then golf games 
never did arouse me 

PAUL 

# " Yawwwwn 1 The only reason 
that I might have loaded up this 
game expectantly would be if I 
placed my faith m the taste of Mr 
Headroom. If this is the sort of 
thing he's Into, then maybe that 
explains his stuttering; he's so 
near to steep that he can't control 
it. Forgetting Max for a moment. 
Pro Golf is eonng with a capital B, 
Presumably real golf bears no 
similarity to this at aH, otherwise 
ltd have no fans? The business of 
httung SPACE when the club gets 
vortical » unraaftstk:. difficult and 
frustrating, rust like Olympiad 'Sb\ 
Pro Goffis me son of game I doni 
like playing. " 



COMMENTS 



Control keys; left. P nghl, 
ENTER select, SPACE hit ball 
Joystick; rVa 

Use of colour tots of colour but 
relhsr unimngi natively used 
Graphic*! poo* UDG character* 
Sound: <=,pot effects pkis a tune 
Skill levels: one 
Sc re e ns: 36 

General rating: Probably n** 1 V ^V 
entertaining, even if you like golf 
simulations , , . 



Presentation 


29% 


Graphics 


35% 


Play ability 


24% 


Addictive qualities 


21% 


Value for money 


32% 


Overall 


26% 
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SURVIVORS 



Producer Atlantis 
Retail Price; £1.99 
Author: Glynn Carey 

The setting tsadamaged anil- 
radiation bunker, crowded 
with survivors of a future 
nuclear war Unfortunately these 
survivors are now trapped by fal- 
len debris and rubble. Aided by 
three specialist rescue droids. 
your mission is to get them out, 
lunnslling through rockfaiis by 
shifting boulders Botdderdash- 
styte 

Droid Number One is used for 
tunnelling, Number Two automati- 
cally teteports survwors to safety, 
and Number Three can be used to 
dear obstructions Control can be 
changed from one droid lo another 
at by pressing the corresponding 
number key 

Owing to the high radiation 
levels, the once harmless MK1 
bunker man (finance drawls have 
become vicious killers, They have 



to be avoided at all costs, aa con- 
tact results m a massive energy 
toes for your drotds - he mulant 
droidsmusi be crushed or trapped 
if your mission is to continue. 

There couW be up to a thousand 
survivors i rapped m the aaverv 
level 1 bunker and time is at a pre- 
mium. All the survivors on a leva! 
have to be rescued before you can 
continue, and (he status area 
shows how many humans have 
been rescued and how many 
remain to be found on the current 
level. 



CRITICISM 



f> "flernember Thunderturds? 
Then imagine It mixed with a fair 
splash of Boulderdash and 
you've got Survi vo rs . G raphica lly 
this is about average: the 
backgrounds are drab and the 
characters lack detail. The 
sound Is also a bit on the lame 
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Sit Hummnt rmmeu+d fand entr US to go on at* currant JavaJJ. 
Th* clock it tick* away 



side and there are no tunes and 
very few effects. On the whole 
I'd only recommend this to puz- 
zle freaks, as it won't appeal for 
long if you can*t play it success- 
fully." 



SCORE 
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TlHiE 

RESCUED 
DDE J3£ 



HI SCORE 



• i just can't belteve how good 
this game is.' Af tors' / thought it 
was fust an average copy of Bod - 
derdash with a magnify routine - 
but Survivors is more in the style of 
Thunderbrrds - requiring a ht of 
thought and planning. The lack of 
a joystick option makes i/Wo differ- 
ence, aa tha keyboard control is 
very responsive The graphics are 
a decent sue, and the compara- 
tively small play area continually 
springs surprises on you. It's 
excellent value for money. I just 
hope that MiMtm can keep Hup. " 



$) "What's this? Is it a playable 
game? Yes! There is a very promi- 
nent sense of Rocktord's Rtot and 
Boulderdash in this, with ail the 
jerky scrolling, poor characters, 
falling rocks and tunnelling, and 
oh, I coukJ go on and on . . It has 
also inherited the playabthl y of RR. 
and therefore has a lot of potential 
I at this price level, This is the type 
of game thai could keep you going 
lor a long time In itsert. Survivors 
isn t a bad game, but the graphics 
and the return to the start' bit 
knocks it down a bit." 




COMMENTS 



Control kays: O up, A down. 
tort. P right, 1 , 2. or 3 to access 
dro+ds, 4 and 5 to quit current 

Same, ENTER to pause game 
oystick: rt/a 
Use of colour: plentiful 
Graphics; undetailed with jerky 
movement 
Sound: spot effects 
Skill levels;: seven 
Screens; large scrolling play area 
General rating: A good variation 
on the SouJtierdash theme with 
puzzle overtones 



Presentation 


05% 


Graphics 


59'= ! 


Payability 


72% 


Addictive qualities 


S9* 


Value lor money 


75% 


Overall 


70% 
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CRASH T-SHIRTS/SWEATSHIRTS/CAPS/ 
BINDERS OFFER 

All quoted prices include VAT, post and packing (UK only) 
Continental Europe and Overseas, please add £2 extra per 
item ordered. c . . fc 

Pta«»ticlitho»m}foprniiebox »i«w en liFl I PI 

Soe ai_j iwl_h-lj 

CRASH Tshirtts) at £4 50 each. 

CRASH Sweatshirtls) at Efl.95 each. 

CRASH Cap(s) at £395 each. 

CRASH Binderts) at £4 50 each 



Please send me . , 
D Please send me . . 
U Please send me . . 
O Plane send me . . 

Name 

Address 



, Postcode * • n> »• 

I enclose £ made payable to 'CRASH' 

Cheques or postal orders only, please 

COMPLETE CRASH OFFER', PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1DB 







HYPERBOWL 



Producer: Mastertronic 
Retail Price: £1,99 
Author: Binary Design 

This is BtKAnv otnoH's second 
futunstic kg hockey game: 
X&iq was the first, and now 
Hyperbowt makes its appearance 

the action takes place in an area 
Of Space viewed from above. Two 
players attempt to propel a large 
pock toward iheir opponent's goal 
wie by colliding with it or shooting 
It, A point is scored <f the puck pas- 
ses over the line at the end of the 
pitch and two points earned if the 
puck enters the centra! goal. 

The game lasts for five minutes. 
or until a player earns nine points. 
When a player scores , play returns 
to the centre of the field with the 
scorer facing away from the puck 

At the start of the game players 
select a ship from the ten available. 
Some move faster or accelerate 
quicker. Some fire homing shots, 
while others fire m a straight line. 

The acre on shows a segment of 
the pitch and includes a scanner 
which reveals the whereabouts of 
the ships in relation lo the puck. 
This information fs vital in the two 
player game - rl your ship goes 
flying out of Ihu game window, the 
onry way to get n back is to use the 



scanner displays - the window is 
always centered on the puck, 

playing against the computer, 
there are three skill levels. If you 
win a game, you go onto the next 
round and face a tougher oppo- 
nent. Win five games on the trot 
and you're the champ! 



CRITICISM 



f) "I'm not too pleased with 
Hyperbowl - it's another game 
which gives me the impression 
mat rt wee rushed al the prog- 
ramming stage. The Idea Hyper- 
bowl fs very good although a bit 
more variation wouldn't go 
amiss. The front end is excellent 
but things start to get a bit tatty 
during the game. Control ting 
your ship is relatively easy, but 
blasting the ball about the place 
Is tricky as ft seems to move ran- 
domly no matter how precise 
your aim is. The graphics could 
have been Improved greatly; 
with only three objects they 
could at leasl look right . . . 
Given the price, this isn't a bad 
game but I couldn't play it for 
long." 




• " The screen looks a M plain hut 
the scenario is good and the game 
is wry playable. The presentation 
is excellent. Unfortunately the 
sound is poor The game tacks 
runes and is accompanied by a 
few 'ft/ft ruff ' noises The rutes are 
very simple, and the pitch layout is 
not very complex. But this ts what 
makes the game so addictive and 
exciting to play. The two player 
option fs axoesent if you can find 



an opponent of equal ability 
Hyperbowl is a perfect budget 
game end weU worth the asking 
price." 



#*' MASTiprrnoHK have done a fair 
job with I his one. The chance to 
select ships is very neat, and the 
whole game is very wail executed I 
neat presentation with a good 
loading screen, nice packaging, 





Producer: Firebird 
Retail Price: £1.99 
Author: Software 
Creations 

other Earth has been 
invaded A strange 
breed of sophisticated 
beings from a distant planet Over- 
Whelmed the World 9 primitive 
Star Wars defence aystam and 
enslaved the human race. The 
aliens seem to have settled in for a 
long visit and life looks bleak and 
futife for mankind. The only hope 
for humanity lies in one final plan. 

Hidden away inside a nearby 
moon a research team has been 
concenualmg on creeling a totafty 
now type of fighter craft Just m 
the nick of time their experiment s 
come io fruition In the form of the 
Pulse Fighters With an expert 
team at prlois know as the Gunstar 
Fleet manning these small but 
powerful craft, the enslaved popu- 
lation can stage an attempt to 
reclaim Earth. Time for you 10 Step 
in . . . 

There are five levels to the game. 
The mission begins with direct 
combat as you meet waves of 
aliens on the vertically scrolling 

Kyscreen. After the alien fighters 
« been dealt with, fty through 
an asteroid belt, dodging the rocks 
unta the alien command ship is 
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encountered. To destroy the com- 
mand ship, its gun emplacements 
have to be knocked out and then 
lis on to do battle with an alien 
robot thai is defended with . 
gun emplacements. Finally, the 
mission comes to an end when 
you dock wrth the Earth Mother- 
ship and refuel the fighter ready lo 
take on another wave of alien 
pikjtB and their fighters 

Three Pulse Fighter pilots are m 
the Gunatar Fleet and at the start 
of a mission the name of the Space 
Ace you control Dashes on the 
screen, together wrth a few per- 
sonal detaSs Including his experi- 
ence, hobbies and the sort of 
Pulse Fighter he's (tying. When a 
pilot dies you move on to the next 
Fleet member. 

The score amassed by dealing 
death to aliens is displayed at the 
top noht hand comer of the screen 
in the status panel along with your 
fuel status and engine lempara* 
lure. An Icon is highlighted to indi- 
cate which pilot is currently in the 
cockpit 



CRITICISM 



• " Well this makes ■ change, I 
haven't seen a nice budget 
shoot *em up for months, tt really 
is good fun gratuitously blasting 



enemy fighters and 
waves of meteors, but as it isn't 
difficult to become competent 
at It doesn't take too long to 
complete and then tt gets vary 
very boring. Graphically Gunstar 
is pretty: the characters move 
about smoothly at speed and 
there are a lot of nice touches 
both during the game and on the 
title screen. Although there are 
no tunes, the sound effects aro 
fairly good. This will probably 
keep you quiet for for a couple 
of days and I'd say that tt ia well 
worth two quid. " 

■EN 



• Mmmm strange tittle' game, 
thts one. For £ I 99 iiMJBW seem 
to have corns up with the almost 
typical tittle budget game. Gynstar 
comes wffh great presentation, 
wfth lots ot nice little spot effects 
and featuring good use of colour. 
The actual content is very mmtmat. 
but I still find it very addictive and 
fun to play Maybe it is a bit like 
Moon Crests, but what there is of 
the game is very weM designed and 
simpry structured. It you want a tun 
game for CI 99 then you cant go 
far wrong mfftGunstar Simple but 
effective. " 





and a highly attractive if sluggish 
t rtte screen - m fact everything you 
don't usually see in a cheap game 
For El. 99. you got stacks of 
gameplay, and lots of addictive 
qualities: ti might become boring 
m the distant future, but H has a lot 
more potential than many games 
five times its price." 



COMMENTS 



Control keys: Player One: O 

Accelerate, A Stop. S Rotate Left. 

D Rotate Right . X Fire. Player Two: 

I Accelerate. K Stop, L Rotate Left. 

ENTER Rotate Right. SYMBOL 

Fre. 

JoysUck; Kempston, Cursor, 

interface 2 

Use of colour, monochrome 

action via 

Graphic*.' a little basic perhaps 

Sound: minimal 

Skill level*: three 

Screens: 32 

General rating: A very reasonable 

budget off en ng 



Presentation 80% 

Graphics 60% 

Payability 77% 

Addictive qualities 73% 

Value for money 82% 

Overall 78% 




COMMENTS 



Control keys: definable - up, 
downfall, right, tire 
Joystick: Kempston. Interface 2 
Um of colour elective 
Graphics: some detail, quite fast 
Sound: the occasional spot effect 
Skill levels: five 
Screens: scrolling play area 
G#nwai rating: A neal bui unde- 
manding budget shoot em up 



Presentation 74% 

Graphics 58% 

PVsysbilrty 69% 

Addictive qualities 63% 

Value for money 70% 

Overall 62% 



• " What a pleasant surprise: a 
really playable game. The humour 
is good enough to keep you play- 
ing for a while and then the game 
itself ought to keep you going. It 
reeks of budget labels but for 
E1 .99 it does represent very good 
value for money The high score 
table looks very oeskm* designs*- 
que although it lacks the original, 
amusing responses of Darff Sfflr. 
The pHot details, although pood, 
tend to be frustrating after naif an 
hour or so and the pauses get a 
Wtle aggravating. However it's 
very definitely the sort of game you 
Just keep playing again and 
again. " 



Mli><n?fy 



SAS: OPERATION 
THUNDERFLASH 



Producer Creative 
Sparks 

Retail Price: £2.99 
Author: Mark Rivers 



H! 



ore's a game that grvss you 
the chance to be an SAS 
hero - if you think you can 
handle rir You take the role of Rock 
Hardman. leader of a crack SAS 
squad, who's been chosen for b 
tough mission - in fact it's his 
toughest yet, A foreign embassy 
has been taken over by terrorists 
and hostages ere being held. 
Singie-hanoedly he must set this 
situation right. 

You move diagonally across the 
screen, rotating quickly if a ter- 
rorist attempts to attack from 
behind. The embassy consists of 
a number of rooms, at of which 
house a deadly terrorist You make 
your way through these rooms one 
by one, killing the terrorists as you 
go. Your enemies are aware of 
your position and make every 
attempt to see you off before you 
reach them, therefore rt is impor- 
tant to eliminate them with your 
first shot whenever possible. You 
era endowed with lour lives, one of 
which is lost each time a terrorist 
bullet hits home. 

The embassy is a three-storey 
building, with movement between 
the floors achieved by lifts. The 
hostages are randomly scattered 
about Ihe entire embassy . and you 
must search mem out and deliver 
them to safety while eliminating 
the terrorists. 

There is a time f acior to be taken 
into consideration, represented by 
a system of diminishing points. 
You start with a total of 1 0u points, 
one of which is lost with every 
movement made. This total can be 
replenished by releasing hostages 
and killing terrorists, and you musl 
have enough points left to escape 
when your mission is completed 



CRITICISM 



m "Wow! a good piece of 
budget software - I'm surprised 
-I'm shocked -1 like it Operation 
Thunderltash Is one of those 

games that you can either play 
or you can't Th» terrorists realty 
are nasty so you've got to be 
quite quick on the draw. Graphi* 
calfy. this is the first poor filrna- 
tion- style program that I've seen 
- the characters flicker a tot and 
they aren't realty detailed 
enough. It would also have been 
nice if there was more than one 
typ* of terrorist The sound is a 
bit On the drab side, with very 
tow effects and no tunes, All In 
all, I still think this offers excel- 
lent value tor money, and I 
recommend it " 



• " Visually this game seems very 
attractive on the surface - but in 
raahty rr contain* litth more. A 
closer too* at the characters rave- 
ate that they are out of proportion 
with the scenery, and somehow 



foe* stretched. The afflmauon ot 
the people i$ kept to the simplest 
form, and thus looks very jerky I 
found it very hard to get started, 
untit I discovered that ft was fust a 
case ot spin and shoot', with the 
onemtos posing no reel problem. 
The keyboard ptay is very erratic 
and sxtremety hard to get used to. 
Nowadays, if a 3D monochrome, 
arcade adventure wants to make 
an impression it has to be some- 
thing very special - even at £2.99. 
Operation Thunderflash holds ifflte 
testing appeal. Not recom- 
mended. " 

MM 
• " The characters in this game 
are pretty pooriy drawn and ani- 
mated: the main dude tanks as if 
he's two pi xela thick - and if you're 
really lucky, you can see the Other 
men through him! Variety is sadly 
lacking, as a lot ol the screens look 
very familiar, and most of the ter- 
rorists are identical m appearance. 
Shooting the opposition isn't easy, 
as they Shoot as soon as, if not 
before, you come into line with 
them. If you do get near them the 
chances are that one of you won I 
be going away 1 As far as value 
goes, Qparafcon Thundarflssn 
hasn't got much wrong with ft. 
There are a lot of men to be shot, 
and, despile the fact that it looks 
very like a cheapie, it might be 
worth checking oifl. " 








J* 


^Tl 




riy. . 



COMMENTS 



Control keys: S up. C down, B 
back. J forward or Z anticlockwise. 
X clockwise. M walk, K fire rotate 
left. X rotate right M walk 
Joystick.: Kempston 
Use of colour: monochromatic 
Graphics: a little tiickery, unre- 
markable 
Sound: Spot effects throughout 

Skill levers: one 
Screens: fitly 

General rating: A fairly respecta- 
ble piece of budget software 



Presentation 


62% 


Graphics 


59% 


PI ay ability 


65% 


Addictive qualities 


64% 


Value for money 


69% 


Overall 


63% 
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BMX SIMULATOR 



Producer; Code Masters 
Retail Price: £1.99 
Author: Tim Miller 

All tha excitement of hurtling 
found on a BMX take is 
brought into your living 
room by this latest offenng from 
coot masters, the new budget 
specialists. This is a conversion ol 
the Commodore game written by 
one of the company's founders. 
Richard Darling. 

A maze of oil cons, tyres and 
planks is viewed trom above as 
two bikes hurtle wound ils lortu- 
dus twists and turns. Each race 
consists of three taps of the 
course, which musi be completed 
wrthm a time limit. There are three 
controls, left, right and pedal. 
There are seven different courses 
in total, though you may choose to 
only play over some ol ihem. 

Hitting obstacles sends the hap- 
less cyclist hurtling over the hand- 
lobars. The poor chap then wastes 
precious time mounting up and 
pedalling off. It the two Bikes coJ- 
l*de, then the slower nder is thrown 
oft 

The contest takes place against 
the computer or another player. In 
two-player mode if both players 
get round wrihm the qualifying 
time, they progress together to the 
next race, tt only one rider makes 
it, he takes on a computer oppo- 
nent for the remaining rounds 
Some comets are banked, and the 
riders can use these to hetp get 
round the bends. Turning 
becomes more ditfcutt as speed 
InCfMMt 

Score depends on the lime 
remaining at the end ol a race. This 
accumulates from round to round 
to give the final score, if there is a 
dosety contested finish, a replay 
option can be selected and the 
race seen again in all its glory - 
even running the really exciting 
bits in slow motion' 



CRITICISM 



• "Sorry, but I don't really see 
the point In this. It's a boring 
game about a sport that went 
underground years ago. The 
only pleasure that I derived from 
I this was watching the players 
fait oft their bikes - they fry and 
bounce qurte well. Other then 
this BMX Simulator was a bit of a 
dead loss for me. There is a large 



■mount of luck involved, and I 
never really fett like I was In con- 
trol. There are plenty of good 
budget games around at the 
moment: l*d fork out for one of 
those and stay away from this rf 
I was you-" 



• MASTtBTROtrtc continue on 
their road' fo success. BMX 
Simulator & a very polished bit of 
software, with many options and 
superb presentation. Even though 
the graphics are mainly two-col- 
our, they give art axceiien t impres- 
sion of 3D, The title tune contains 
some good noises, but they lack 
any co-ordination. Keyboard con- 
trols are kept very simpfe and *ery 
responsrve, Thts is great run to 
play, and perfectly priced at 
£1.99." 

Ml 

a> "The screen shots on the back 
of ihe package aren't particularly 
inspiring, and Ihe tune on ihe HMe 
screen has neat beats and I rungs, 
bul m completely Ihe wrong 
places' Nevertheless, urged on by 
the cries of fellow reviewers I went 
on. and WOW! - I was stunned 
The idea is very simple, but the 
game is realty quite playable. The 
screen shots on the inlay don't do 
any justice to the detail of the 
graphics, cooe masters have 
made quite a good job of this one 
-recommended" 



COMMENTS 



Control key*: definable - left, 

nrjht. accelerate 

Joystick: Kempslon. Cursor, 

ice 2 
Use of colour: drab and uninspir- 
ing 

Graphics; good courses, shame 
about the cycles 

Sound: neat tune, but sparse and 
inappropriate effects 
3Mtw levels* one 
Screens: seven 
General rating: Fun at first, but 
unl i kely to appeal for long 



Presentation 


70% 


Graphics 


84% 


Play ability 


62% 


Addictive qualities 


5-8% 


Value tor money 


70% 


Overall 


63% 




HOWZAT 



Producer: Alternative 

Software 

Retail Price: £1.99 

Author; Wyvern Software 

Howiati is a two player cnckat 
simulation with plenty of 
options, presented on a 
series of menus The first decision 
to make is whether to ptay one-day 
or first class cricket, There are six- 
teen county sides and seven test 
sides to choose between, 
depending on the level of cricket 
chosen, and rf none at them meet 
with your approval names ol your 
own choice may be input. Opt- 
ing for an existing team cans up a 
squad of eleven players automati- 
cally. Some tine tuning is possible 
and when a team has been 
finalised, its members are given a 
batting and bawling rating from 

one to MM 

After the teams have been 
accepted, the computer randomly 
selects the winner of the toss. The 
batting side nas to choose the 
opening batsmen and conversely, 
the fielding aide needs to choose 
the bowler- The screen then 
changes to show a bkds-eye-vlew 
ol tha cricket pitch, the two 
batsmen, the bowler and the ten 



graphics are dire: uDG charac- 
ters are used so there is a mul- 
titude of little stick men on the 
pitch. There is no sound but in a 
game of this quality I wouldn't 
expect any, Stay well away from 
It " 



• "AlTEAnmive software. ntmmJ 
Watt it's certainty a bit different. 
The game features a tew realistic 
points like the grass being green. I 
was very disappointed at the 
amount ot inaccuracies and bugs 
m the game. Fancy being able to 
play an England team against 
itselfl At one stage Tavare was 
bowling against htmsetf. Or even 
Botham catching fumsett out. The 
bowler doesn't even get to tha 
crease to bowt At least the 
scoreboard is pretty good - but 
you 're not playing the scoreboard, 
are you? Another cricket game 
bitea the stumps. " 



a> ■ Howxat « a very, very boring 
game More interest could have 
been added with tha Inclusion of a 
watch-the-grass-growing mode. 
I'm quite sure that no-one is going 
to find this value lor money . unless 
ihey intend paying E 1,99 to use The 




fielders Fielders may be 
repositioned at any stage of ihe 
match. 

At the end of an over the score 
card appears and the batting card, 
the bowler's analysis and the 
innings report may be accessed. 
Choose another bowler and the 
match conimues. 

The computer automatically 
tells you if the batsman has scored 
four or six runs, if ihe ball goes to 
the wicket keeper or if it's a wide, 
rf the ball can be seen on the pitch 
after it is struck then it's down to 
you on how many runs you wish to 
attempt. 



CRITICISM 



• " Howzat fs trufy a screamer. I 
wouldn't wish this on anyone. In 
my few years of games review- 
ing I haven't seen a sports 
simulator that has been as bor- 
ing to pisy es this. Some may 
argue that Hqw; at captures tha 
strategy element of cricket but 
it doesn't: selecting where on 
the field your fielders stand or 
whether to run or not isn't realty 
all thorn Is to the greet sport- The 



inlay for something unmeniiOna- 
ble. The screen display Is 
sufficiently garish to light a room, 
and the stick man graphics aren't 

even animated Altehkattve 
softwam deserve targe congratu- 
lations (or producing potentially 
the biggest failure ever. " 



COMMENTS 



Control keys: cursor keys to 

move cursor and individual keys to 

make selections 

Joystick; n/a 

Use of colour whits players on 

green field 

Graphics; very bask: 

Sound: nothing much 

Skill levels: one 

Sc r ee ns: menus plus Ihe pitch 

General rating: Not much in the 

way of gameplay - for masochisi lc 

cricket freaks only 



Presentation 


34% 


Graphics 


9% 


Play ability 


13% 


Addictive qualities 


7% 


Value for money 


15% 


Overall 


11% 
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It's Centre, The Queen; Your Mission, Search and Destroy. It's What 




TAPE 
£9.95 



SPECTRUM 
AMSTRAD CPC 

P *fiMriifeo<tmo1Vi«H«taflnM»l 



HIVE 

IWUHHU somwui 

HftST FLOOR, M-7« HEW OXFORD ST LONDON WC1 A 1 PS 



AMSTRAD DISC 
£17.95 



■ OTOli AUNTIE (Off. W _, 
nCKW. M-7« *W OXKJBD ST. LONDON WCU IPS 
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Producer: Activision 
Retail Price: £9.95 
Auttior: Steve Cartw right 

It's fourteen months since 
Hacker first graced the Spec- 
trum screen. Heralded at the 
lime ea a demanding and highly 
onginaJ game, it now has a loliow- 
up in the form of Hackot II. Once 
again it's been designed and writ- 
ten by Steve Cartwnght, but this 
time on a much grander scale. 

Your reputation as a computer 
boffin has prompted the United 
States government to seek your 
help on a top secret mission. The 
CIA have discovered a plot by the 
Soviets which could upset the 
balance of power between the 
East and ihe West forever. The 
details of ihetr plan are contained 
in whal hove become known as the 
'Doomsday Papers', These are 
held inside a high security Siberian 
base, it is your task, with the help 
of three Mobile Remote Units 
(MRUs - simitar to those used In 
Hackee}, to explore the base and 
steal the plans before the Russians 
can use them. 

The complex security system 
which the Soviets have installed 
must be hoodwinked. For Ihts pur- 
pose you Control a device which 
can monitor the* four thirty -eight 
channel security cameras. Video- 
taping, facilities are available so 
that recordings can be made and 
substituted for the original security 
film, Using this method it is possi- 
ble to create extra time to man- 



oeuvre, without being spotted by 
the security guards . Other features 
on this device include frame 
pause, and a vital preview function 
for editing purposes. 

it's also possible to use one of 
the four monitor screens to display 
the area immediately around the 
MRU. Using this display it is possi- 
ble to map the complex, which 
aids exploration. The display reve- 
als the whereabouts of security 
officers and active monitors in the 
area 

The screen controls are situated 
on a panel at the bottom of the dis- 
play . They a/e activated by moving 
an arrow over the desired option 
(using joystick or keyboard), then 
pressing fire or the M key. The 
selected option Its then highligh- 
ted. The animated graphics are 
grey on black (with touches o* red 
and blues, and give the impression 
of monochrome monitors. 

One particularly nasty Russian 
weapon is the armihiiator. A kind 
of anti -robot robot, it hunls down 
and kills MRUs. This must be 
avoided, as your limited supply of 
MRUs is all that stands between 
the tree world and disaster 



CRITICISM 



• " Aggggghh - they said that 
I'd be safe from games tike this. 
Well it looks as though this has 
got through the guards (it 



Thing* ere getting hectic: the feermome Annihiletor wmtke 
pert Camera Two — Now to meke m *tr*t*nic erithdremref? 



sneaked through by hiding 
behind Its arcade sequences}. 
Joking aside, this is definitely a 
better game than its predeces- 
sor as it contains mom "In- 
depth 1 plot. Unfortunately the 
game is net at all easy to get Into 
so it dWnt reaty appeal to me. 
The graphics and sound are not 
at ail bad: the screen is well In Id 
out and there are some nice 
effects. However, I'd only 
recommend it rf you were a 

Hacker fan." 



41 "' r&aity loved Hacker, so I was 
Watty looking forward to the 



needs adjusting ' Everything has to 
be very deverfy worked out, such 
as putting the video on the 
monitors to foot the security 
guards It's obvious that tors of 
thought has gone mfo Hacker II 
and rf was worth rf, it's a 
thoroughly enjoyable and addtc- 
ttvfrgame. " 

rmt 

• "Despite the excellent polished 
exterior. I found Hacker if to be a 
little lacking in the gameplay 
stakes. The graphics are vary 
good, and it s lots of fun getting 
used to (and playing with) the 
video recorder It's a vast improve- 
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Camera Two *tn>w* tH* MRU atralting down one of the 
corridora m the comnfea 



sequel, and what en excellent job 
activision have done with it. The 
video machine is something you 
have to see - the amount of detail 
that has gone into rf is amazing - 
but it's a pity they used the VHS 
mode/ as the vertical hc4d often 




mem on its predecessor, but 
something's still not quite right.. 
The content isn't actually lacking 
as there is plenty to do, but after a 
while Spent playing it i found I got 
a bit bored. Colour has been used 
excellently, and generally I find it 
hard to criticise any one thing in 
the program , but it does lack some 
vita element that could have made 
it into a smash hit.'' 



COMMENTS 



Control keys: Q up, A down, 

left. P right, M push button 

Joystick: Kempston, Interface 2 

Use of colour basic but effective 

Graphical simple effective 

graphics which add to the atmos- 

pfMri 

Sound: atmospheric spot effects 

that give a creepy and realistic 

effect 

Skill levels: one 

Screens: one 

General rating: a worthy 

sequel 



Presentation 


93% 


Graphics 


82% 


PI ay ability 


81% 


Addictive qualities 


79% 


Value for money 


80% 


Overall 


62% 
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MAGIC KNIGHT 
RIDES AGAIN! 



The saga of Magic Knight, the cute 
tittle time-travelling; hero created 
oy David Jon** fcy SpmWOuftd. IS 
not yet over. Magic knight's first 
adventure involved rescuing his 
pal Gymtol the Wtzard from a time 
warp. The time warp took Us 
revenge, and dumped Magic 
Knight onboard the starship USS 
Pisces In the 25th century. In 
Knight Tyme, Magic Krtght had to 



persuade the starship crew to take 
rum to a planet with a convenient 
time machine before he could get 
back to his own time. 

On the way home our hero got 
tangled with a parallel universe 
and caused another Magic Knight 
(the Oft Whrte Knight) to arrive m 
Magic Knight's home town. The 
Off Whits fallow isn't a goody- 
goody by any meant - he decides 



TURNER 

TUNES 

UP 



misapplication of magic, and he 
decides to take on the Invading 
magicians A level consists of bet- 
ween 50 and 100 rooms viewed 
horn above - and they start off 
plunged into darkness. When Mer- 
vyn enters a room for the first time 
rt is flooded with toght and remains 
illuminated, for the rest of the 
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to set about subjugating (LMLWD) 
the masses and generally being 
foul and obnoxious. Naturally, our 
hero, rtghler of wrongs, doer of 
great deeds, and general all-round 
good guy, feels obliged to sort out 
the mess he's caused. 

The action In Sformonnger 
takes place In four areas; the 



Forest, The Caves, the Castle and 
Off White Knight's time machine. 
As in the previous Magic Knight 
games, our hero can manipulate 



the Objects which he finds tying 
around - the wmdowmation sys- 
tem allows the player to interact 
with the central character. 
Mastzhtdohic intend to 
both 48K and 1 28K versions of the 
game. The 12&K versrem will fea- 
ture an impressive 64 rooms, 64 
objects and 16 characters as well 
as background music, and at the 
moment David Jones is trying to 
cram as much as he can rdo the 
48K program. 
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\ Turner is currently working 
en another game for hiwsom's 
which is scheduled for release In 
March Aanarama is an eight-level 
shoot em up. played over a scrol- 
tng landscape populated by 
regenerating nasties. 

A sorcerer's apprerrtice by the 
name of Mervyn was attempting 
to cast a spell to make himself tall, 
muscular and attractive when a 
horde of awl wizards staged an 
invasion. The bad wizards have kil- 
led off everyone else in the land - 
and only missed Mervyn because 
his amateur magic turned hrm into 
• frog rather than a butch hero. 

The spell dkjnt go compteteh; 
*mng however. Frog though he 
may be. Mervyn has become 
incredibly brave as a result of his 



Missiles, power and shields may 
be collected and the* effect is 
graded according to the level they 
belong to - It's no good hurting 
missiles from Level One at the 
wizards' minions on Level Two as 
it only makes them cross 1 Spells 
are available at randomly chosen 
locations, and the wizards carry 
runes which may be converted 
< the resources used in the con- 
flict Wizards only yield their runes 
to Mervyn when he has defeated 
them. A dozen wizards roam each 
level, and Mervyn needs to Mi 
them ail in one-to-one combat 
before he can move on. 

Steve Turner is still taking inspi- 
ration from the C64 game Parad- 
rokt, programmed by his partner, 
Andrew Braybrook » when it's 
complete. Ranaramt will take the 
hero into a sub-game whenever 
us time to Tight a wizard. At the 
moment us those sub-games thai 
Steve's concentrating on . . . 
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Another tie* In involving Characters 
from the comic 2000AD is on its 
way - this time its ueusoufM 
mouse's turn, and they are busy 
putting the finishing touches to 
Judge Dfvdd, 

The Judge is the toughest 
upholder of law and order In Mega" 
City 1, the giant, sprawling met- 
ropolis that has grown out from 
rock and occupies the entire 
east coast of America In the huge 
city crime is rife, and the perpet- 
rators (perps) are hunted down 
ruthlessly by the Judges. 

Or add patrols the city waiting for 
reports of crime. When a report 



comes through, he's got to make 
his way to the scene of the crime 
and deal with the perp. Depending 
on the severity of the crime, the 
judge shoots on sight . Tires a wam- 
ing shot or tnes to take the perp off 
to the "tubes' nice and peacefully. 
A spot of littering is not a capital 
offence, even m Mega-City 1 , but 
Tap (mugging). Murder, or Stookie 
Giandmg must be cracked down 
on hard. 

Should go down well with fans 
of the cartoon strip - while you're 
wailing for the game to be com- 
pleted, why not enter the compet- 
rtton ttvs issue 
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SCALEXTRIC 



What's the next best thing to being 
a feaJ-iiJe Formula One racing 
dhver? Seatextric of course 1 Who 
can resist the joys of messing 
about with bus of a track whteh 
rrefusa to come together 
are the cars which 
keep stopping because the con- 
tacts are dead, and the trans- 
former which keeps blowing up: in 
fact all manner of problems to 



keep the serious enthusiast 
occupied for hours- 

Now lor all you armchair Nigel 
Marseii s , leisure ocmius bring you 
the thrills of the reaifish) thing in 
computer form. The program is 
divided into two sections. The first 
allows you to pick from one of the 
famous circuits included - if none 
of these appeal to you. the track 
ig facility co 



Tracks are constructed by select- 
ing a number of curves end 
straights, and stringing them 



horuontalry-spHt screen. In one- 
player mode the computer takes 
control of one of the cars, and can 
be given one of three teveis of abil- 
ity. Tailonng your vehicle's speed 
io sutt the Comers ts the key to suc- 
cess, as taking a comer too 
quickly results in your car leaving 
tha track. 
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together to make a circuit of the 
reoulred difficulty. 

When a track has been selected 
it's time to get on with the race, 
Two cars compete, racing along a 



Speed merchants should be 
able to rev up and go any day now 
- an mvestmenl of £9.95 with lb- 
sum oesus should keep the front 
room carpet free Of dutteri 
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the kings el the coin-op 
arcades, have decided to produce 
their own conversions for home 
micros, and first off the production 
line for the Spectrum should be 
Jail Break, priced at C7.95. 

It's an emergency. The pnson- 
ers are on the rampage and have 
taken a number of hostages, 
including the Prison Warden. A 
brave upholder of law and order. 
F ott csme n Plod, sets out to shoot 
the convicts, rescue the hostages 



and defend innocent citizens. Not 
exactly an enlightened attitude 
towards pnson reform and Ihe 
rehabilitation of offenders, but 
without this shoot "em quick 
armada there wouWn'i be much 
teft of ihe low- 
PC Plod starts off armed with a 
pistol -not the kteaienutoment for 
approaching a bunch of heavily* 
armed desperadoes. Under your 
guidance, he can pick up extra 
weapons and win bonus points as 
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he rescues hostages from the evil 
clutches of the trigger-happy con- 
victs. 

Bumping off hostages by india* 
criminate use of newly- acquired 
Ettpo n tj molt m tha Rookei Qun 
or Tear Gas Bomb, leads to the 
new toys being taken away again, 
so caro <s needed The Rocket gun 
is especia&y usefut for deaitng wrth 
barriers and cars, wnMe the Tear 
Gas comas wo its own when pris- 



oners get holed up m the buadtnga. 
The latasi news on a refeaa* 
date for J»l Break « that n should 
be m the shops by January 
KoNAMDian to follow this u 
Other conversions mdudmfl 
Name**. Super 8o$ketbaH and 
Jtron Horse. The first of these, 
Nemesis, should hit the streets by 
the beginning of February-but for 
those of you who cant wan that 
long, hare to whet your w 
a screen shot 



130 CRASH February 1987 



U.S. & 

Unit* 1 
Urn** 
Telcpn 





Experience the e*hiliration of big league bowling with outstanding graphics and a ■ 
perspective actioft view. 
Multiple levels of play, realistic pin action and automatic scoring make 10th Frame a bowling 
reality the whole family' can enjoy. You may even be tempted to invest in high time bowler 
shMtand shirt once you've become obsessed with this addictive ga~ 
Another smash hit from the creators of that simulatioi 

sensation "Leaderboard". 
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AMSTRAD 8.95 COMMODORE 8.95 SPECTRUM 7.95 



f - 




• • 



^ 





r/ 





It was a one-in-a-millbn accident - 
but Number Five, designed to be a 
strategic artificially inteiligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's ativef 
Now the scientist who put him 
together wants to take him apart 



Ocean Software Umned 

QcejnHouM b Central Street MwitheHer M2 MM$ 

TeteproneOfct 8316631 Tdfc, 669W OoaraG 




again to find out what went wrong 

The president of Nova Robotics wants 

to capture him before the weapons he's 

carrying kill millions of civilians 

I And the security chief wants to 

blow him up so that he can get 

home in time for dinner 

YOU are Number Five.. YOU are alive 

and YOU have got to stay that way! 







